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On our second birthday we celebrate the success of Alan Sugar's CPCs 




Getting more from your word-processor and printer 



EXOLON - MASTERGAME 



A brilliant game with outstanding graphics, music and action 
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NEWS • LETTERS 

W REACTION 
Send me a postcard, drop me a bite, stating point of 
view. Indicate precisely what you mean to say... Will 
you still need me, will you still feed me, when Fm 464? 
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HELPLINE 

Help is at hand from the biggest- hearted, most helpful 
people we know - our helpliners. Go ahead, make a 

friend. 




AMSCENE 

A look back at two years of Amstrmd Action and 
CPCs. And a full report on the Amstrad Computer Show 





ERIOUS SIDE 



SOFTWARE • HARDWARE * PROGRAMMING 

n O WORDS WORK 

u Lm Mare on setting up the different word-processors, plus 
a look at printer control-codes and how to use them. 

OE PROBLEM ATTIC 

Mv Plagued by cassette, disk, printer or rorn* Problem 
pages sort them out. 
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MAX 

Formatting, sector-editing, faster tracking... You name 
tt; Max has it. 



O7BRUNWORD6I28 

ui A word-processor is updated with spell-checker and 
data-merge. 



27 3DZICON 
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Advanced Memory Systems brings you another WIMP 
package. 

FIRST CALC 

Sort out your cash problems with Minerva's spread- 

5> Ei"CT . 
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POCKET PROTEXT 

An oki favourite gets chopped in two. 



21 TAS-SIGN 



Produce big, bold signs with Tasman's latest. 



ACTION & ADVENTURE 
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GAMES * MAPS PILGRIM 



ACTION TEST STARTS HERE 



- Mastergame 

Marvellous explosions and colour graphics it 
1 <J5»sereen battle from the author of Equinox 
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FIS STRIKE EAGLE 

A simulation of one of the worlds most feared 
je-tfighiers. Take on some dangerous (and politically 
dubious) missions. 



q^STARFOX 

v w A space mission with solid 3D graphics from the 
ace programmers who brought you Srargftder and 
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ZYNAPS 

A horizontal-scrolling shoot-em-up featuring: 
of weapons, colourful action and a wild 
soundtrack. 
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THE PILGRIM 

Pile Programming returns, ably supported by 
some of your own games 



INTERACTION 



CREATED BY YOU AND FOR YOU 

n TYPE-INS 
Lots of useful listings: 
"Freeze" adds a pause facility; 
'Text Editor" is the cheapest 
word processor yet; "Hextype" gives 
you a hexadecimal keypad... 
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^2 HOT TIPS 
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Send fractions to your printer, 
check your joystick... 
oh, and have a look at Phil 
Howard's tips on poking- 

CHEAT MODE 

Where do you gel the best pokes and tips for your 
CPC? Quality and quantity - you just can't beat it. 



WRAPPING UP 



THINGS TO BUY • BTE 






Cry 






^flllJpWft 



on 
toil) 



sttlct. 



^ 



to< 





COMPETITION 

You've teen the film read 

potters. Now enter The Living Daylights competition 

and wm a Bond gadget 




CA CLASSIFIED ADS 



61 



Everything must go as the bargains go on offer 
(And here's where to find the ad index.) 

SPECIAL OFFERS 

Sparkling goodies at lovely prices; it's the easy way 
to do your shopping. 



CC REAR VIEW 

" " Has Sugarman recovered from his holiday hangover 



or is Toot at work again? 
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REACTION 




You get the last word on the previous issue ... and the 
first words of this one. Keep those cards p n" letters comin' 
in! Send to: Reaction. 4 Queen Street. Bath. BAI IE I . 
You're welcome to use electronic mail - B4:txtl51 on 
Telecom Gold or 045 674 1 1 on Micronet - but do 
mention "Reaction" as well as your own name and Earth 
address. 

We cannot possibly reply individually, so please don't 
be offended: what we are busy writing is the next issue 
of your favourite magazine. If you have problems with 
subscriptions or mail-order, please write direct to those 
departments, which remain at the Old Barn, Somerton. 



By any other name .„ 

"Amstrad Action' - what a tab 
name Ear an Amstrad mag. Curios- 
ity s killing me. Please tell me 
who thought of this brill name! 
* LAj " ' Laasbaxd 
Chingford, London 

Hard to remember two years later. 
Bat it was one of Chris Anderson, 
Bob Wade ot Trevor Gdham, be* 
hu» that was the whole of Future 
Publishing at the time (we are now 
n*anng 40). Chns seems to thmk 
it was one of his eureka-m-the- 
bath inspirations. Rejects, you'll be 
glad to know, included Am-sand 
wtch, SSamstrad and Whamstradt 
Bob was also quick not to adopt 
the title "Fabulous Amstrad Soft- 
ware Tetter,'" 

Hot & cold type- ins 

Get the pru» and growling avsi with firs 
Excellent magazine. layout 
lemhe, front cover marvellous, 
type-ins terrific and Action Test 
superb. 

Ofray, thil'D do. What atom the point <A the 
letter' 

Why does it take so long to 
get type-ins published' I submit- 
Led one back in Feb and haven't 
heard any more since. Perhaps 
you could run * feature on "AH you 
ever wanted to know about a 
type-m" from when you receive it 
until it it published. 
Gome on. aD jto realty want to know u what 
they ifl do m tht Bath. 

I wish you would stop inter- 
rupting' me. 
leap 1 short,' chat's whit cbey swd So step 

MR 

All right, but what about it, 
people? Give us an insight into 
what happens down there- 
Dank Thow arid AN Ouwi 
Newport, Gwent 

We get an average of 1,334,567 
type-ws every month. There are 
obviously not enough pages to 
print them all, nor would you (not 

*rtn fix! be interested in them all. 



Technical editor Richard p Man- 
leirv has a quick took at each one 
and either uses if or stashes it m 
ha To be returned" tray - which 
at the moment is a cardboard 
bathtub as high as his spiky black 
hair, 1.23 cubic yards. We haw 
no clerical staff at the new editor- 
ial office in Bath, so Richard has 
only a few days at ihe beginning 
of each month - if he's going to 
write your magazine - to swim the 
Hood. 

Since you float the question, 
well say it: Type-ins received 
from now on will be returned only 
if you enclose a self-addressed 
stamped envelope or label oth- 
erwise well assume you kept a 
copy (which you should do any- 
way), and it's down the electronic 
dram. 

We've had enough on Man- 
delbrot, bingo, tight cycles and 
VAT reckoners. But original type 
ins are still always welcome. 

City mystery 

For the past few months 1 have 
been looking up Amstrad'B share 
price. In June it dropped from 
2Q8p to 16£p. As this is quite a 
substantial Fall I would like to 
know if you have any ideas of why 
it happened 
Stephea Parkinson 
London NIB 

In light of Mr Alan Sugar's recent 
casuganons of the Chy, which you 
may have read in the press, per- 
haps the City was repaying the 
compliment. The main reason for 
the June drop was probably the 
conflicting reports on how well the 
Atnsttad PC1512 was doing. Then 
the 1640 was launched in the US 
before hers. 

But the workings of the City 
are one of hies great mysteries: 
we certainly don't understand 
them. Read Mike Sdalpm's 
"Doodlebugs" column in issue 12 
of Our Sister magazine PC Plus for 
wiser waffle on the sub/act 



Thanks, Sue! 

Thank you for the returned Gaunt- 
let disk, restored from that lemble 
poke from a certain Gorilla, I had 
Lost hope and thought we'd spent 
£1* on a disk we'd have to erase 
and use as a blank 

It's race thai somebody looks 
after customers, not tike some 
other films in the computer indus- 
try We get nothing but hassle 
from them. 1 don't know whether 
saying "L don't think TO ever read 
your great mag again" at the end 
of my first letter helped, but m be 
one of your greatest readers from 
now on. 
Philip George 
Northfield, Birmingham 

■ I am thanking Sue Taylor (of 
AA's mail-order office at Somer- 
ton) for her prompt action. 1 re- 
ceived the book The Working 
Amstrad only one week after or- 
dering it! 
Garetb N°t« 
Southampton 
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O immortality! 

Quite a few people out there are 
science- fiction freaks. Has any- 
body read the hardback novel The 
Cybernetic Samurai by Victor Mi- 
lan? Tu describe the scene: A 
Japanese is clad in a blue kimono 
decorated with a white flower-pe- 
tal prmt- The sleeves are drawn 
right and he has a black leather 
belt around his waist On his head 
is a very futuristic battle helmet. 
His concentration is on his compu- 
ter, [he monitor of which he is 
almost caressing, This is the cli- 



max. The computer is an Arnstrad 
464. no less, complete with colour 
VDU. Of course, the name has 
been covered with stiver foil, as 
has the datacorder, but the ma- 
chine is still the same. 

AM Sugar, if you are reading 
this magazine (I am sure you are), 
you can never cease production 
now. We of the 464 are immortal. 
Simon Warford 
London SE1 

Hyperbole: axes grind 

Pssi - wanna make some money? 

Botwo Super Meddler is 
"guaranteed to transfer mora 
games than any other program. 
The first person to find a mora 
successful program will receive 
thrice their money back!!" (Nem- 
esis ad, AA 33, page 23) 

Siren's Discovery Phis (same 
issue, page 35) is "guaranteed to 
transfer more games than any 
other program (the first person 
who can hnd a more successful 
program will receive twice rue 
money back)" 

How I am going 10 buy Dis- 
covery Phis and say that Super 
Meddler is more successful Whan 
1 have got my money off them I 
Will buy Super Meddler and say 
that Discovery Plus is mote suc- 
cessful That should leave me with 
about £3fl profit 

People complain about the 
hype on games, but what about 
adverts hke these two? All in all, 
I think it's rather stupid, 
Paul Page 
Solihull. W Midland* 

The Nemesis ad is quoting Siren's, 
of course, offering to outdo. (Nem- 
esis seems to prefer solecism to 
Siren's seeming sexism) 



Going on-line 



[ am thinking of getting a modem 
t want 10 get onto Prestel for news, 
downloading games etc, What do 
[ need? 1 know that you need a 
phone line, also an RS232 and 
special package. Is there any 
package you can buy that pro- 
vides everything ready? How 
much does it cost for an hour of 
Prestel? My dad says it is expen- 
sive 

Simon Matthews 
Scarborough, ff Tories 

If you buy a year's subscription 
for £6$, Micronet gives you a 
Prism modem 2000. (Mtcronet ss a 
subsecoon of Prestel that, confus- 
ingly, includes all the rest) This 
modem has only the 1200/75 trans- 
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mission speed, which is fine for 
viewdata services hke Prestel but 
not for some of the free buUetm- 
boards that operate on 3GQ&Q0 

You also need software and 
a serial interface (the RS232). 
which plugs in between your com- 
puter and the modem. We use the 
Commstar rum from Pice Micro 
Technology. (0274) 48 8211, which 
produces it and interface in one 
package for £80 including vat and 
5p change The same gear w sold 
also under the Amstrad badge Or 
Pace's Linnet modem, with auto- 
dial and many more features than 
the Micronet one, is currently on 
offer for £1E0 including interface 
and Gommstar. Some modem 
packages throw in a registration 
art Prestel or Telecom Gold 

And dent forget the lead to 
connect modem to interface, often 
the source of hassles. The correct 
one should be supplied with the 
modem. 

If you confine yourself to 
evenings and weekends, and av- 
oid charged frames (which are 
always dearly marked), there are 
no further PresteJ costs. You dial 
» local number and pay only for 
telephone time: about SO pence an 
hour at cheap time. 

Show off 

Nice to see you all at the Amstrad 
show this month, but on the whole. 
what a disappointment lor the CPC 
owner! Apart from cheap disks 
and The two software stands, jusi 
about everything was angled at 
the PC or PCW. Even products 
that could have applied, like mo- 
dems and digitizers, were display- 
ed only Tor the business machines 
That's the last Database show that 
I'm bothering with - roll on the 
first Amstrad Action show' 
Jim Palmer 
Christchorch, Doras t 

Richard Morttetro, however, found 
a surprising amount of software 
for the CPC machines albeit 
mostly serious stuff rather than 
games. See his report in this 
months Amscenc 



Marketing man 

I have an idea to solve two of the 
biggest problems of the software 
industry gross overpricing and 
pirating. If companies could be 
persuaded to place advertise- 
ments on games - on. (or example, 
lite title screen and the high-score 
table - they could pay for the 
privilege. This would ewe the 
prices of software Also pirating 
would be lees of a problem, be- 
cause the companies would want 
the software to spread so that 
more people would see their ad. 
However, it would be neces- 
sary to ensure thai gam* develop- 
ment itself was independent from 
the advertiser For example, a 
shoot em- up should not be corrup 
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ted by a washing- up- liquid manu- 
facturer into a "squirt the dirt off 
the plate* game. Tobacco and 
drink advertisements would have 
to be banned because of the age 
group of games players 

Who knows? a may even 
promote good games., since an 
advertiser would want to sponsor 
only games that sell well. 
David Tambull 
Bourne End, Bucks 
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Guinness, anyone? 

I would like to tell Snoopy & 
Woodstock (Reaction 23) that t 
hold the record for the most origi- 
nals: 279. No lie 
Jonathan Lee 
Slade Green. Kent 

B I rushed to my room to count 
my games collection I have 240 
tapes and 38 disks. AH are ong- 
hsajl 
C Jones 
WnitatabW, Kent 



Joining the stack 

I am a fairly new reader of AA 
and only just starting on the steep 
slopes of computing, being a bit 
long in the tooth. Reading the 
letter from Null Dunne (Reaction 
23). 1 would like to add my name 
to that list for a beginners' series 
on assembly language. 
■JLeavta 

Brynmawi, Gwent 



Short decade 

Does anyone know where I can 
get a copy of Street Machmef This 
was reviewed in several mags 
about a decade ago, but seems to 
be completely unobtainable 1 
really fancy a copy - it reminds 
me of a game I got absolutely 
addicted to * few years ago called 
Ratty -Cross This of course was an ' 



Wight art 

Here's a pnniout of one of the 

pictures T drew with Melbourne 

Draw 

Justin Mason 

Shanklin. 

Isle of Wight 




arcade game, which brings me to 
my second point. 

Is it possible to obtain many 
of these classic arcade games for 
the Amstrad? t am particularly 
interested in Space Invaders. Cal- 
ajaans. Firebirds. Moon Dost (1 
think}. Astro Fighter, the above- 
mentioned RaUycross, and one 
which was called something like 
Defender, where wiagiy lines 
came down the screen towards 
your bases, which you shot by 
moving a large bell around. 
Roger rentes 
MusweLI Bill, London 
Telecom Gold 73:rip0) 1 

We reviewed Street Machine in 
AA 17- not exactly a decade ago,' 
You can ail! get it direct from the 
programmer, Software Invasion, at 
54 Sycamore Rd London, SW19 
4TP. phone 01 34? 8876. 

Amstrad versions of most of 
yonr games came out. but you're 
more likely these days to Bud 
them second-hand than in the 
shops. Your last one sounds tike 
Missile Command, which hasn't 
converted, as far as we 



An ti-anti -e-mail 

It's a shame there's antipathy to- 
ward electronic mail. It can be 
very useful if utilized fully 1 find 
Telecom Gold rather unfriendly to 
the user, and with the mooted 
price increase it looks worse. 
Prestel, though « touch unreliable 
and without quite as many mm- 
as Gold, is a lot easier to 
although t could well be 
prejudiced towards it. since 1 use 
it a lot. 

Matthew Platts (Maf) 
Gold M:M1KG88 

One of my moans is the difficulty 
of finding out people's electronic- 
mailbox numbers Why dopt they 
print it on their notepaper? The 
system » useful only insofar as 
you can contact other people. 
Who can afford to use Golds 
on-line directory, even at the old 



charges? Since Gold is owned by 
British Telecom, why cant e-mail 
numbers be printed alongside 
ordinary addresses in phone- 
books? 

Master duff 

I recently bought Jackie & Wide 
from a computer shop but found 
it was riddled with errors and 
would not load, My CPC 464 is not 
at fault. The shop is not in my 
home town: by bus I would have 
to get up early in the morning and 
spend b« hours there - just for 
one tape! Does Mastertronic re- 
place faulty games? 

Gould 1 use the Mirage Im- 
ager Mk tfl to make back-up 
copies of my game*? 
Andrew seat-Baft 
Tain, Ross-shlr* 

/ should think Masieittomc would 
obbge. The address (again) is 8 
Paul St tandem EC3A 4JH. 
Yes 



Back, aliens! 

Aid in the battle against disk- 
based Aliens. I have experienced 
the problem that P Winter de- 
scribes (Reaction 23), The answer 
is to send the disk back to Electric 
Dreams for replacement. 
Ian Black 
Petworth, W Sussex 

Baxterburg concerto 

Bob Baxter (Reaction 20) offered 
for a £3 copying fee his transcrip- 
tions of all sue of Bach's Branden- 
burg Concertos As I am a string 
player, curiosity got the better of 
me and 1 sent my £2 

What 1 got back has amazed 
me - ObVtOUSfy an Amstrad Iran 
senpoon could never sound Uke 
the real thing, but some of the 
effects are so clever thai [ have 
chortled with delight and played 
them repeatedly (as wen as my 
tapes recorded by the virtuosi of 
England* 1! Bach had had no 
access to other instruments, if he 
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had on Amstrad and an Advanced 
Music System, and if he had spent 
ten time practising on his spinster 
in the attic, I am sure this Is what 
h© would have produced 

My thanks publicly to Mr 
Baxter. 
GW Dwell 
Scarborough 

We'll keep your anginal writing 
an Bis in case Johann Set's legiti- 
mate descendants send a writ. 

A poke for daddy 

Please do not send our Daddy any 
more games. He sits up all night 
arid won't read us a bedtime story 
when he is trying to poke his latest 
game. Also, when he is at the 
computer he went let us play with 
our Fun-school games, We are two 
computer orphans, aged 2Wi and 
5 months. Mummy misses Daddy 
too. 

Emma and Katharine Bodges 
Bar-net, Herts 

Very good handwriting for a !wo- 
yeai-oki. 

Users, unite! 

I am fed up with the constant battle 
that goes on between Amstrad 
owners and the owners of just 
about every other machine on the 
market, each saying their machine 
is the greatest ever made. 



Immortal scheme 

There has been much discourse 
m all the magazines as to the 
future of the CPCs The general 
consensus has been that st least 
software support is healthy e- 
neugh due to the large user base 
- over a million at home Sales 
ovetseas, while smaller than Mr 
Sugar would like, are also heal- 
thy There seems little point in 
discontinuing a successful pro- 
duct. Or so the argument goes 

History is not on the side ol 
this argument. The ZX80 and 
ZXfll can be seen only in 
second -hand shops these days 
Whai happened whim the Spec- 
trum was launched? What hap- 
pened to the ZXSTs soli ware? 
So much for a Urge user base 
ensuring ihe future. 

CPC software is currently 
available. Where? !i seems only 
cut rem, mainly top-selling, 
games More budget games are 
sold ihan any other - an en- 
dorsement for the pricing policy 
of software houses. Serious soft- 
ware and the more complex 
games ore next to unavailable: 
software more than two months 
old is extinct Mail-order is an 
answer - the only one in I he case 
of most serious software but it 
is a pam in the proverbial. 

No mallet what the size of 
the user base. Amstrad will dis- 
continue the CPCs eventually 



One day t will move onto a 
16-bit machine, but I will keep my 
humble little Arnold (violins, 
please) as it has given me pleas- 
ure beyond bounds over these last 
two and a half years. There should 
be no battling, only consensus, 
between the various user groups, 
How else can we get a system that 
is compatible across all users, If 
there are any CBM, Atari or Sin- 
clair users reading Amstrad Ac- 
tion, I would like to hear from 
them. 

1 challenge the computer 
manufacturers of the world to 
mute and produce a range of 
machines that are compatible with 
each other and - unlike IBM 
clones - are fully compatible on 
software If the Japanese can try 
it with the fated MSX range, other 
world manufacturers can do the 
same. So get to hi 
John Gigney 
14 Greentrees Avenue 
Cold Norton, Chelmsford 
Em*k. CM3 SJA 
?J (062U82B396 

AA liber alies 

IVe been a loyal reader of your 
mag since issue 2. Two years ago 
I founded the German Computer 
Service in Stuttgart. We're now 
offering help to the British readers 
of the best Amstrad mag we know. 
If there's anyone in the UK with 
any problems or Tips, contact us. 
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What then for the poor old user? 
The local software merchants 
appeat to believe, judging from 
the sue of their stock, that we 
will all rush out and buy Atari 
STs 

The software houses will 
terminate iheit support for the 
CPC eventually How much is 
actually produced for us any- 
way? Most is a byproduct of a 
Spectrum or CI& or ST original, 
ind much of it lives down rathet 
than up to the Amstrad 

So what is the answer'* A 
national user group. Groan, 
moan, hasn't that been incd? Yas 
theTe is the Official Amstrad 
Users Club. I am not a member. 
Neither, judging by the degree 
of advertising, are most Amstrad 
owners in the UK, This ""dub" is 
nol really dedicated to and run 
by members and enthusiasts. It 
has been a commercial venture 
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Were reaDy sorry about the 
"surrending" of AmTyc, which was 
brill too. 

We think the beat CPC game 
available now is Bob Winner and 
are very disappointed about The 
Pawn {its graphics - we expected 
more). 

Kal-Uwe Herthneck 
Ostraehsrstr. 4 
7000 Stuttgart 80 
West Germany 



from start to finish, started by 
Amstrad (good idea) and then 
sold down the river. Is this the 
dedication to users we must rely 
on? 

The proposal is ample, the 
mechanics more complex, but, 
as a start, I would be interested 
in hearing hem others who share 
my views, A user group founded 
by users for other users, on a 
national scale, is the only real 
method of sustaining a healthy 
interest in the machines If we 
ate cast adrift by Amstrad and 
the software houses we can 
carry on: writing software for use 
by others in the group - and I'm 
sure we can put the commercial 
establishment lo shame in terms 
of quality, presentation and doc- 
umentation. 

Is there anyone out there, 
or am 1 talking to the wall? 
Steve Martin 
14 James Street 
Citluigham, Kent, ME7 lDQ 
F? {06341 52166 

Whats this magazine if not a user 
forum? 

Your idea could take a leaf 
from Acorn 's tree:: the venerable 
BBC model B has been super ■ 
scded leaving as Beebug na- 
tional user group with a similar 
role to what you suggest for 
Amstrad land (And by the way. 
more CPCs are probably being 
sold overseas than at home) 



Singapore's second 

It's very frustrating to wait lo have 
the letter 1 sent you published- f 
thought it was well written with an 
appraisal of AA and Amfur I 
certainly hope to see my second 
letter published. Moreover. I'm 
sure you don't get too many letters 
from Southeast Asia. 
David Wong 
Singapore 

Wight, David, we don}. But we do 
get sever*} hundred altogether 
every month and there /usr ain'r 
room But thanks for writing - it it 
encouraging to know who oar 
readers are. 



Swallowed by the sea 

AA 20*s back page was an advert 
for Army Moves by Ocean. Vm not 
buying that, 1 thought, after buying 
many Ocean games that should 
have been dumped in the sea. 
Then pages 2 and 3 was another 
of those spreads advertising four 
games from Imagine: Mag Max 
(excellent), Army Moves, ... Hang 
on, that's an Ocean game. Matt C 
of Aintree tells me Ocean is own- 
ed by Imagine, Is this due? 
Andy Highaxn 
Liverpool 

As true as saying the Atlantic is 
part of the Avon 

No mods in Oz 

t recently decided to get a modu- 
lator and power source for my 
6128. The green screen is great 
for typing out letters but detracts 
from games. At Billy Gyuatts, 
which is about the only place lo 
g«t software or hardware, I was 
very disappointed to find they are 
not made in Australia any more 
and that you need a different one 
for the 6128 as compared to the 
464. Could you please tell me 
where I could order one from 
England? 

I would also like to ask the 
big software companies how they 
think we teenagers get around 
$A50 for a good game like Ocari 
Warriorsi The prices are ridicu- 
lous! 

Stephen RatiulTlninoar Down Under) 
Neerim North, Victoria 

The 6123 power supply would suit 
the 464 as well - it would fust have 
a spare disk-drwe socket. The 
only one on the market here is 
from Amstrad pic, Brentwood, 
Essex, CM14 4EF 

Since Dean Warriors on disk 
costs £15 here and the exchange 
rate is 2.27, an Oi price of $34 
would be more tike a. $15 for 
postage? You could do better by 
mail-order 
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REACTION 



Helpline 



Where eager Amstrad experts volunteer 
aid to fellow readers having problems 
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■ If you too feel helpful, just send us your name, address, phone number (say so if you don't want it to be primed) and 
subject on which you want to help. Please write on a postcard or the back of a stuck-down envelope 10 simplify administration 
here in the office. Send to: Helpline, Amstrad Action, 4 Queen Street Bath, BAl IE]. 

If you axe asking for help, make direct contact with the appropriate Helpliner - don't pester your usually -patient (but 
pressed) editor. By post, you must include a self -addressed stamped envelope for the reply; otherwise you won't get one. 
And if you telephone, stick to socially acceptable hours' 
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AMRAM-2 

AMRAM-2 is now in full production. 

It features a massive 32K of sideways RAM in TWO 

battery backed- up 1 6K banks. 4 ROM slots and 

comprehensive driver software and full buffering on the 

inputs and outputs on the expansion port. 

AMRAM-2 Is priced at £73.95 

including VAT & postage. 

AMRAM-1 Is still available at £39.95 

Inc VAT & postage. 

MEGADRfVE available in TWO sizes, 5 1 ** and 3 1 *". 

Gives you a choice of disc capacities, 764K under 

AMSDOS and CP/M+ and 764K with CP/M2.2. 

31/2" £179.95 

5i«" £199.95 

Both prices Include VAT & p+p 

If you would tike either of the MEGADRIVES with 
AMRAM-2 please add £45.00 to the above prices 

AMDRIVE — What can we say!! 

Still the best selling 3" SECOND DISC DRIVE 
tor the CPCs at £79.95 Inc VAT & p&p 



MIDI INTERFACE 

Our latest release is the MIDI Interface for ANY true 
MIDI synthesiser 

£49.95 Inc VAT & p+p 

Software available for a range of Synths. please write or 
ring for details, new software packages are being addes 

all the lime!! 

SUPADISC — We are delighted to announce that we 

have taken over Leicester based software company 

STRADSQFT whose SUPADISC program received 

rave reviews in this magazine — PROBABLY THE BEST 

DISC UTILITY ON THE MARKETS— Amsirad Action, 

August 1987 

Available NOW £9.99 inc VAT & p+p 

COMING SOON..SUPERPRINTER this will be 

the best printer utility ever produced for the 

Amstrad CPCs and will be available from 

OCTOBER 15th at 

£9.99 inc VAT & p+p 

We must apologise to aft our competitors for the above 

two programs — ours refresh bits of YOUR 

AMSTRAD that their's can't even find! Sorry chaps 

but when you want the best you've got to get it from 

STRADSOFTU 



TRAFFORD TECHNOLOGY CENTRE 

43 ELSINORE ROAD, MANCHESTER 

M16 OWG. TEL: 061-848 8959 
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AMSCENE 



Two years on and going strong 



This month is the second anni- 
versary of Amsftad Actions crea- 
tion. It's also throe years since (be 
CPC 464 appeared on the conv 
poter scene. To cetebrate these 
twin events we're taking a look 
back at a happy associanon of 
mag and machine and offering you 
the chance to win some unique 
AA memorabilia. 

In case any of you had for- 
gotten what an exciting two years 
if s been, or only recently bought 
a CPC, then here's a look back at 
the events. 

October 198S: Amstmd Action 
arrived in newsagents all over the 
country The main news story was 
the arrival of the CPC 6128 and 
PCW B296 computers, and the 
death of the CPC 664 after just five 
months' production. This trio of 
announcements had far-reaching 
repercussions - most seriously for 
664 owners who fell betrayed by 
Amstrad and made their feelings 
known in our letters pages. _ 
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November 19B5: a full review of 
the PCW 8256 was a sign of great 
things to come. "Bis Progs'' made 
its second and final appearance 
before being replaced by the 
much more sensibly named Seri- 
ous Software. 

December 1985: things were real- 
ly starting to happen by issue 3 - 
the first Amstrad computer show, 
the first type-ins and an exclusive 
preview of Elite. By now AA had 
really found its feet - and so had 
Amstrad, announcing profits of 
over £20m. 

Cbriftmas 1385: Our Christmas 
issue looked a little different be- 
cause it had a cassette slapped on 
me cover containing two games 
Eager readers could hardly be 
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lieve their eyes. It set a trend that 
many other publishers have fol- 
lowed. In the news was plenty of 
controversy about whether (here 
was or wasn't a shortage of 3-inch 
daks. 

February 1986: no surprise as 
Site scoops the coveted Master- 
game award. The arrival of a 
now-legendary hero - Sugarman, 
Rumours were rife of the impend- 
ing launch of an IBM-compatible 
machine, but as usual Amstrad 
Wasn't commenting. 
March 1986: the second Amstrad 
show in three months had us all 
tired out but not too tired to play 
the Mastergame- Spuidizzy. the 
first original classic on the CPCs. 
April 1886: Amstrad's hail-yearly 
profits went through the roof 
again, over £27m. Our feature on 
educational software concluded 
thai there wasn't a lot around - 
and. sadly, that's still the case in 
1987. 

May 1966: What? Another cover 
cassette! This time with a free 
game and demos on it The cross- 
Channel software invasion began 
with the Mastergame Get Dexter. 
The PCW B&13 appeared and was 
promptly nicknamed the Fat 
Joyce. 

June 1986: the Barman playing 
guide to end all playing guides 
(until Head over Heels, that is) WW 
sweated and slaved over, but what 
a great result! The big news was 
AmstradB purchase of Sinclair for 
a pathetic £Sm This prompted 
questions about the 484's future - 
but it's still going strong today. 



July 1986: the IBM-compatible 
rumour was stronger than ever, 
but Amstrad continued to be iwr- 
committal- Yet another staggering 



playing guide [and late nights), 
this time for Sputdixzy. 

August 1988: Eiughi Tpme was 
the first budget Mastergame and 
showed the shape of the software 
market to come on the CPCs. 
September 1986; our first anniver- 
sary and the last appearance of 
an admuusbalJYe nightmare - hi- 
score. It was also goodbye to the 
PCW reviews as our sister maga- 
zines 8000 Phis and PC Phs were 
launched. 

October 1986: a new image as we 
concentrated on photographic co- 
vers, and did a special on music, 
November 1386: the An Studio 
made us all took at our CPCs in a 
new way. So did the Spectrum Plus 
2: the CPC market was under 
threat for the second time. 
December 1986: one of our best 
covers to date: RpM found himself 
on the staff and digitised. Hot Tips 
made its first showing and has 
never cooled oil. 





Christmas 1988: another cover 
cassette, this time with utilities and 
rype-uts from readers as well as 
the game demos. Gauntlet was 
Mastergame and settled down for 
a long, long stay in the charts. 
rebmaxy 1987: the Pagemtkei 
cover and review were only the 
start of a still-ruiuung saga. 
March 1987: new features piled 
in - Helpline. Hackers Only, Rear 
View and a revamp for good old 
Action Test. 

April 1987: farewell to one of our 
competitors, Amfur that mag final- 
ly gave up an unequal struggle 
We oven told ysu how to set Up 
in the software business. 
M»y 1987: customising your CPC 
proved to be one of our sillier 
features, but (he Mastergame was 



Head over Heels which was seri- 
ously brilliant Meanwhile the 
CPCs were surviving yet another 
threat, this tune from the Spectrum 

plus a, 

June 1987: An Studio was back in 
an advanced form, and Type-Ins 
made their first magical appear- 
ance on the cover. 
Jury 1967: tfagemaJcsr was back 
in the news; we sorted out the 
confusion. Head ovc-s H&eis was 
also pack in one of those mega 
playing guides. 

August 1987: Words Work pop- 
ped up for the first time. So did 
classified ads. 

September 1987: the CPCs and 
AA are still very much alive and 
kicking and looking forward to a 
third year of nonstop action 



I To celebrate our second birth- 
day we're going to give away a 

precious prue AA memorabilia 

There'll be just one priceless prize, 
a collection of original map art- 
work lovingly created by the art 
department, chiomaluu (ultra- 
glossy colour reproductions of a 
page), autographed magazines, 
photos of current and past staff, 
and any other goodies we can 
come up wilh 

To enter the competition you 
have to answer these five ques- 
tions about AA. Iot which a set of 
back issues may well come in 
handy. Readers who've been with 
us since issue one will find the 
questions easy, We'd like to say 
a big thankyou to them especially, 
and to everyone who has joined 
us since 

Write the answers On a post- 
card or the back of a stuck-down 
envelope (not forgetting your own 
iddjresej and port eo mob n bj 

September 16: 

AA Cemp, AmMttAd Action, 
A Queen Street. Bath, BA1 IE] 

1 Who was the editor of the fust 

issue of AA ? 

Z What was the first-ever 

Mastergame? 

3 The first cover cassette had 

two games on it. Name one of 

them, 

4 The highest-ever Mastergame 

rating was 96%. Which game got 

it? 

S What was the name of the 

section where readers gave 

opinions on games? 

V 
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Hot bargains under the big-top 



With over 80 major exhibitors 
noisily trying to undercut each 
other at the umpteenth Official 
Amstrad Computer Show, the pun- 
ier had a field-day The tempera- 
ture that July weekend wu above 
9CT in the tent packed with man 
and machine, and money changed 
hands at an alarming rate Whe- 
ther you were after a free Show 
Guide or just the bent bargains 
around, the Alexandra Pavilion in 
North London was the place to be. 
Much of the show was domi- 
nated by PC software and hard- 
ware, Amstrad s new PC 1640 
grabbed most of the attention. It 
features the IBM-standard EGA 
[enhanced graphics adaptor) sys- 
tem which, according to many, is 
what should have been on the 
earlier PC1S12 To complement 
the new PC, Amstrad has released 
a new primer, the DMP 3 160 II is 
identical in style to the DMP 3000 




The difference is speed: 160 cps 
in draft mode, Cost is £194- 

It was encouraging to find 
many new products for CPC com- 
puters. Emphasis was on hard- 
ware and utility software. No 
games houses were present al- 
though several dealers shifted lots 
of games software. Mark Haigrr- 
Hutchinson {author of the Highway 
Encounter series and more recent 
h/ RevohSion) popped in and 
showed us his latest, the long- 
awaited Paper Boy The graphics 




[by Paul Walker) are superb; ani- 
mation and scrolling are just as 
impressive You'll have to wait 
until Elite sands us a copy for a 
full review. 

Romantic Robot, the people 
responsible for Muluiace II, were 




there in full force As well as 
showing off then backup utility, 
they also demonstrated an excit- 
ing new product called Rodoa - 
over two yews' work by Matthew 
Edwards (author of the RR game 
Wngtfei). Rodos is available on 
rom at an "introductory price" of 
£30. It is a new disk operating 
system for the Amstrad- Director 
Alexander Goldscheider claims 
Amsdos hasn't a patch on it. 

All the standard Amsdos 
commands axe present but have 
been enhanced, giving more con- 
trol over the system as a whole. 
And 55 new commands have been 
added. The system is split in two: 
Rodos and REGS (rom external 
command system J," said Alex. 
Rodos makes disks operate up to 
three times faster. Subdirectories 
in true Urux MS-DOS style are 
possible; 80-track drives can be 
used with no extra software or 
hardware. And from what Alex 
said, REGS includes numerous 
Utilities such as printer buffer, 
silicon disk, extended catalogue 
and formatter Watch AA for a full 
review 

Advanced Memory Systems 
was there answering queries on 
AMX ^gemajter. The debugged 
version, renamed Stop Press, 



couldn't quite manage its debut at 
the show. Technical manager John 
Simpson had the answer 1 "The 
manual is being redone. New 
features have appealed in Stop 
Press and others were not men 
tioned in the first manual." 

Although Stop Press wasn't 
ready, Max was, This is AMSs £20 
disk nutnagment package, com 
patible with mouse or keys, AMX 
3D Zicon was also on snow, f ou 
draw in two dimensions; Ziooit 
displays the result in three. £25 is 
the price, A curious bit of mer- 
chandise was AMSs rat badge - 
a brooch in the shape and colours 
of its new Mk 01 mouse. For £7.90 
you could have one pinned to your 
chest. 

KiSoft displayed an imp res 
sive range of software - unfortu- 
nately there was nothing new. 
However, Andy fennel staled thai 
a product code- named "Fork" 
would be available soon, A disk- 
hacking tool, it wilt be released 
under its true name, Knife Phis, for 
£30, 



1 
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One of the loudest stands 
belonged to Siren Software. Simon 
Cobb was there doing a roaring 
trade with his Sound Blaster and 
three new products: SpJock Ttans 
B (which transfers more recent 
Speedlock protected caimmBB 
programs to disk) at £8 on cass- 
ette, Discology (the business" for 
backing up disks, according to 
Simon) at £15 on disk, T-shirts 
sporting the Siren Software logo 
at £5. 
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Surprisingly, two companies 
dealing in educational software 
were there: Bourne Education and 
ICL Boume demonstrated past 
greats while LCI« concentrated on 
the new. LCI had three packages 
previously unseen on the Amstrad: 
Primary Maths Course (for in- 
fants). Moo Miths (for second- 
ary-school students), and Mega 
Maths (for A-level students), Each 
costs £34. 

A psychedelic show by KDS 
Electronics (makers of an 8-bit 
printer port, serial interface and 
Mini-Max modem) displayed a 
prototype of Micro- Party, an input- 
output device that converts sound 
to light ideal for discos and the 
like. Kevin Seymour, head of KDS. 
Said the product will be ready for 
general sale shortly, 

Silicon Systems displayed 
both Amratti □ (the £80 plug-in that 
has 32k of battery-backed ram 
and four rom sockets) and a new 
Midi interface. Software for vari- 
ous synthesizers is under develop- 
ment. Elsonic software was ready 
ad the show; Tim Ray promised 
Yamaha DX7 software would be 
ready in a few weeks. 

The general opinion among 
exhibitors was surprise; CPC 
users were certainly lashing out 
on goods. Many stalls sold out of 
products and others couldn't pass 
it over the counter fast enough. 
You can expect to see many of the 
companies ai the next show in, 
Manchester in October See you 
there. 



For details,,. 
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COMPETITION 







BOND BLASTS OUT 

Win the £250 compact-disc ghettoblaster from The Living Daylights 





"My name is Bond, James Bond Licensed to 
kflL" And, bay. does he have some weird ways 
of doing it in his latest film The Living Day- 
lights. Gadgets all over the place, many of 
which crop up in the game. One particularly 
nasty device is a seeming]? innocent ghetto- 
blaster thai at the touch of a button turns into 
a rocket-launcher and blasts the bad guys into 
lots of unrecognizable bits 

We got so completely earned away with 
all this hi-tech wuardry that we decided 10 
give one away. Ho, no, no, no. you don't get 
Lhe rocket-launcher as well What you do get 
is a superb Philips ghettoblaster with a 
compact •disc player, worth £330. You can see 
the model here in missile-firing action (torn 
the film, but our model is lethal only lor your 
ears. 

Another feature of the film is a neat little 
whistling keyring WeVe got 20 runnersup 
prizes in the form pi these gadgets that beep 
When you Whistle, so thai you need never lose 
a key again Once again they dent do quite 
what they do in the film - we don't want to 
lose any of you now, do we 

JB is well known for his witty and cutting 
remarks, so we Want you to come up with 
captions or dialogue lor these three stills front 
the film. They can be about anything you like 
on the Bond theme. You've got to provide 
captions for all three pictures 

The pictures are labelled A. B and C 
Write your captions, labelled accordingly, on 
the back of a postcard or stuck-down envel- 
ope. Add your own name and address and 
send it to reach us by September 16: 
Bond Comp, Amrtrad Action, 
4 Queen Street, Bath, BA1 IE]. 
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TYPE-INS 



irvPE-na]© 



Program made 




Discover a program's secrets: how it works, improve* 
merits that can be made and techniques worth remember- 
ing. This month we take a trip down memory lane... 

Memory 

You've played (he card game; now play the computer version 
June* Church of St Austell in Cornwall has written an entertaining 
version of the old classic, Memory. 

The idea is simple, numerous randomly located symbols are 
placed lace-down (in other words you cant see what they are) - 
there are two of each. Only two symbols can be viewed simul- 
taneously. You must hunt through the lor trying to pair them off. 
Tncky, because after you see them the symbols Dip over - unless, 
of course, you make a match- 
It's not hard to play. After a short period cards or blocks are 
drawn on ihe screen. Numbers axe displayed along the lop and left 
side of the screen - these act as a grid reference VlThen prompted, 
enter a card's reference point: horizontal first. 

Space, the final frontier 

1 ' Ntaflry 

2 ' by iiaes Church 

3 ' Amitrtd Action September 87 

II 6OSU0 70 ' initialize 

21 60SUB 151 ' rindoi selection 
SI GOSUB 2-30 < print board 
4| 6Q$U9 HI ' play MM 
51 GOSUB S5I ' end of give 
60 ERASE pLtte5,J-nar$; GOTO 1| 

There's nothing complicated in the first eight lines - you've 
seen it all before. What you may not have seen is ERASE. This 
command is used to wipe out the content* of arrays: to reclaim 
memory (ram. thai is). The format is ERASE array namt> 

tf you try to dimension the same array twice in a program you'll 
get an error message - arrays are nasty space-grabbers. Get rid 
of them ones they've served their purpose. 

70 ' initialize 

SB RAttDOffllE TIME: PAPER 0: PEN 1 

90 INK 0,0: IKK 1,26: INK 2,6: BORDER 26 

101 NODE 1: WIt»DCu*l, 1,40, 22, 25 

III Din charJ(Z5),pLacEi(10,5> 
120 DEFliT i-i: turn*f! se=0 

150 FOR n = ZJ1 TO 255: chirICrW30)=CMRS(n) : NEXT 
K0 RETURN 



Kicks tart 

Notice line 90 which starts with RANDOMIZE Tint. You have had 
that before - it selects the seed for the random-number generator. 

The other two commands on the Line choose the background 
and foreground inkpots. In mode you have 16 inkpots (ranging 
from to 15); mode 1 has four and mode 2 a measly two. Each 
inkpot can be assigned any colour from a palette of 21. Indeed, line 



:-^>; 







90 demonstrates this by altering the colour held in inkpots zero, 
one and two. At the back or the User Instructions is a List of numbers 
and the colours they repreeent 

Windows are useful things They can be thought of as tiny 
screens overlapping the whole screen. Text and graphics can be 
sent to windows whatever s sen: wul remain there. It won't 
overflow into adjoining windows or the main screen. Instead of 
talking about window 1. window 2 and so on, windows are assigned 
stream numbers. Stream numbers start at and finish at 9. But only 
eight can be used as windows: stream 8 is for the printer and 9 for 
the cassette or disk. And before you ask. yes. you can send (and 
receive) information on any stream. 

Windows are defined simply by WINDOW stretm-tmrnber, (ff<7 
right* top, Got to*, To send or receive information a hash (!) 
followed by the stream number mud be placed after the command: 
PRINT IS, "Thii is going tonindQn|ix. H 



The beat goes on 

Lines 110 to 130 are responsible for allocating space to arrays 
and (tiling them up. Note that ehirS holds characters from 230 to 
255. These are the symbols used in the game - which you'll discover 
later. 

150 ' randoa selection 

H0 L0CATI 15JJ; PRINT "Pltait nilt" 

17B FOR n»1 TO 25 

100 xMN1M0: y-*Nv*5: IF x=0 OR yf THEN 181 

191 1-RNIW5: IF r=0 THE* 191 

201 IF pLatel(i<,y}o" N THEN 111 

211 IF tharfC*)*"" THEN 190 

221 p:icf»li,y)=:hirt(() 

2JI ****«&■ II: yy=t«0»5; IF m*| OR yy-0 THfN ZJ| 

241 IF placf»Ui,yy)o"" THEN 230 

251 plicei{**,yy)-chart(i>: charS(r)- 1 "' ; NEXT n 

261 SOUND 1,200,10,7: SOUND 2,711,10,7: SOUND 4,100,10,7 

271 RETURN 

The random positions of symbols is calculated in luws 170 to 
250 Once all the locations are determined the computer beeps at 
you, 

Noise is achieved using SO UNO. The command can have seven 
parameters. To keep things simple, we shall stick to the fust four 
only: SOUND cAjJineLsraruj, lant-pe riod, duration, voiutt. 

The sound chip housed inside Arnold has three channels or 
voices. This means it can play three notes simultaneously. The first 
parameter (after sound) selects which channel or channels the sound 
should come from. lone defines the pitch, durtnon specifies the 
length of time the note is to be played, and volume is obvious - 
selects the noise level 

280 'print board 

290 CLS; t»ti FOR n=Z 10 40 STEP 4: LOCATE rt,1 

300 MINT c; c*:+1i NEXT: LOCATE 37,1: MINT 10 

310 E*i! FOR ft«J TO 20 STEP 4: LOCATE 1,n 

32U PRINT c: 6«C*1! NEXT 

330 FOR n=3 TO 40 STEP *! F0* a*2 TO 20 STEP 4 

340 LOCATE n,a: PRINT GNftt(148)l NEXT i,n 

350 RETURN 

To position the cursor or ten at a particular place on ihe screen, 
you need to use locate - as in lines 290, 310 and 340- The 
parameters following it are stream number (noi always necessary), 
jf coordinate, y coordinate. To place the cursor at the top left comer 
of a window: LOCATE 1 , 1. 

AMSTRAD ACTION 17 



TYPE-INS 



Weaving 



of Tewkesbury, Gloucestershire, has sent m a 
program that will be handy for anyone intending to repair or create 
new designs on wicker chairs, baskets or even threads - the listing 
lets you design weave- patterns. 

You are asked for background and three foreground colours. 
The foreground colours represent different shades of twine. Press- 
ing 1, 2 or 3 will display a length of "twine" in the colour you selected 
- vertically first, then horizontally Keep pressing keys until you 
have a satisfactory design. 

1 ■ Heaving 

Z ' by Nyrtle 6rt*n 

3 ' Aastrad Action September 97 

lfl MODE 1; ON BREAK G05UB 460 

20 SYMBOL 2*8,8,255, 255,255, 255, 255, 255,0 

30 5YBB0L 249, 12*, 126, 126, 126, 126, 126,126, 126 

40 il*CH«J<248)+CH*l{32}: FOR n"l TO 14 

50 sci=*cJ+aS: NEXT n: DIN coLt}) 

60 CLS: INK 1,24: IKK 0,0: LOCATE 2,2 

70 PfllNT l, f»ick i background (Mour and 3 colours." 

10 LOCATE 2,4: PR lMT n Ent#r tfc*ir nijabert: " 

90 LOCATE 1,8: PRINT ^Baefcoxound'^LQCATE 12,1(:ffiINT "1" 

100 LOCATE 1e„lZ: PRINT "2": LOCATE 12,14: PRINT "l" 

110 y=B: FOR a=0 TO J: LOCATE 16, y: PRINT IHkCftttl 

121 LOCATE 15, y: INPUT ">",tal«i) 

Ul IF toL<i;>Z6 THEN 60T0 111 

140 y«y*2: NEXT: FOR a = TO 3: INK i,cild): NEXT 

150 BORDER calCl): CIS: PRINT CHRS(22); CH*I< 1 ) ; 

160 W3; FOR p*1 TO 3: PEN p; LOCATE ir,23 

170 PRINT STRIKG*(3,U3> 

181 *=x+6:*EXT p:PEN 0;L<HATE 23 ,,23; PR I NT" 1 2 3* 

190 PEN TiLOCATE 34,1: PRINT"." 



200 LOCATE 5,23: PRINT "Colour number " 

210 REN print rows down 

220 *•*! FQfl n=1 to U 

230 &0SLB t5t:x*x*1*tES?Qtf 290: FOR y=1 TO 21:READ chr 

240 LOCATE ■,/! PEN co L : PRINT CHRl(chr);: NEXT y 

250 60SUB 450: (»Xt1:«EST0M 2B0:fOR y=1 TO Z1:REA0 chr 

260 LOCATE x,y: PEN coL: PRINT CHRKchr);: NEXT y,n 



Hextype 



Here's an extremely useful type-in from Jeff and Rufn* Cahle m 
Ireland, The short program redefines the keypad enabling you to 
enter hexadecimal digits. This is ideal for entering other listings 
that have lots of daia statements. Run it before typing in a data-laden 
listing. It defines the keys as follows: 

kty 

H 

f2 
f3 

ft, 

♦ 5 
fo 



Ho r a j i $A i f [ 



Control 
1 

2 

3 
4 

5 



Enter DATA 



1 ' Hextype 

2 ' by Jeff and Rufui Cable 

3 ' Aaitrad Action Sept caber 8? 

10 CLS! NODE 1: INK 0,0: INK 1,13: BORDER I 
20 KEY OEF 7,l,i2C,t26: KEY OEF 85, 0**31, *41 
30 KEY DEF IE, 0,132, 842: K£T 0£F 5,0,833,1-3 
41 KEY OEF 114,1,134,844: KEY OEF 8C, 0,135, 845 
50 KEY OEF 4,0,136,146: KEY 88B,"&ATA " 



HANG 



ffilVOH 



\W "^^?S 



SUPtH 

^■^ before V° uf 






TYPE-iNS 



Dead end 

370 PEN*1,2; LOCATE 16,21: PRINT "Turns^"; turn 

3B0 LOCATEirijil ,1 £ PRIIir*1, "Co-ordinates: " 

399 CALL lBBi3: INPUTI1 /'Square 1 ";a,b 

4BB If a>10 OR t<1 OR b>5 OR b<1 THEN 3?B 

411 *1ita*4)-l: M=!<b+4>-2: PAPER 1: Pfu 8 

420 LOCATE al,bl: PRINT p LaceKa,))) : PAPER 0: PEN 1 

438 INPUTffl/'and square 2 ";c,d 

44| IF Oil OR t<1 OR d>5 01! d<1 THEN 430 

458 CLSI1: c1»t***)-li d1*(d*0-2 

468 PAPER 1: PEN 0: LOCATE e1,d1 

478 PRINT place**:, d3: PAPER 0: PEN 1 

488 IF pt*e«!(*,b)>jpLa£atfc,d) THEN sc=sc*1: SOTO 530 

490 tuWturfl+1 

580 FOR n*1 TO 2000: NEXT 

51ft LOCATE al,bl: PRINT CHRJ(143>: LOCATE c1,dl 

529 PRINT CHRSU43): SOTO 379 

It is this pan of the program that lets you enter the coordinates 
of the card you wish to examine. Line 390 contains CALL SEBfi3 - a 
useful fiimwaio routine that clears the input buffer. Anything typed 
before the call is lost. Unfortunately the call has the adverse effect 
of making it impossible to break out of a listing. Both 664 and 6128 
owners have a Basic command to do this: CLEAR input. 

538 'test to see If finished 

548 IF sc=25 THEN «ETUR« ELSE GOTO 37* 

Have you discovered all 25 symbols? U you have, then off to 
SO you go - otherwise it's back to 370. 



550 
560 
570 

580 
590 

600 



'end of ga»e 

CLS: LOCATE 14,?: PRINT "You've finished!" 

IF hiturn=fl THEN hi tjrn»lflflt 

IF hi tiirn>turn THEN hiturn=turn 

LOCATE 13,5: PRINT "You took ";turn;" turns" 

LOCATE 9,7: PRINT "Your best is ";ht turn;" turns' 



611 LOCATE 11,28: PRINT "Another go?(T/tO " 

628 IF INKEK43JO-1 RETURN USE IF 1NK.ETU6J O- 1 ENO 

63B GOTO 62fl 

When you've uncovered all the symbols a message tells you 
how many moves you took. Line 620 waits until you've pressed Y 
or N in response to the "Another go?" prompt The I NCE t command 
is used to interrogate the keyboard and report which keys are being 
pressed. It is much faster than using INKERS and, although harder 
to implement, is much more versatile. It can detect keypresses with 
Shift or Control as well as normal, or it can be used in such a way 
that the Shift and Control slates don't matter, It can even detect 
several simultaneous keypresses. 

The command is used like this: IHK11 (kcy.tumber). It is now 
possible to decipher line 620 If you look at the back of the User 
Instructions there's a table telling you the key numbers for all keys 
(it's reproduced on the 664 and 6138*5 case). Look up 43 and you'll 
find il represents the Y key. Therefore, if key Y is pressed 
(regardless of its state) return from the subroutine. But if key N is 
pressed, end. 



Mandelbrot addition 

If you ran Last months Mandelbrot generator, you should have 
several screen images saved, on cassette or disk. To load 
them back in pristine condition, use this short loader. 
Unfortunately it got left out of the main article- Sorry. 

1 'Mandelbrot picture loader 

20 FOR iX-H TO 15: REAP coll: INK aI,toU: NEXT 

30 0ATA 0, 4,t,2,v, 12,18,25,24,15,6,7,16,11,13,26 

48 BORDER 0: HOPE 

S0 FOR a=l TO 7: aS=CHRS(a + *SC( ,, r , )-1 ); G05U6 70 

68 NODE B: NEXT: END 

71 LOAD "■andpTc" + aS*".pic"; CALL &FJB10; dETURN 




t\* 






nth. 



fwo\ 



uaOte 






TMK 1SS7 Attn Gwnn CofpQH!«or> All i*qH\s rnennd c rt J T \A/ A O C 
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TYPE-INS 



27B SOUND 1,258,15: SOUND 1,436,15 

280 DATA 249 

291 DATA 249,32,249,32,249,12,249 

3BB DATA 32, 249, 32,249, 32, 249,32,249 

31B DATA 32,249,32,249,32,249 

320 REM rows across 

330 )f«1i FOR R«1 TO 10; COSW 430; y=y+1: PEN doL: *=7 

340 LOCATE *,y: PRINT act: GOSua 450: y=y+1: PIN e*l: *=8 

350 LOCATE K,y; PRINT act: NEXT n 

360 SOUND 1,238,15: SOUND 1,436,15 

370 PRINT CHRS(22>;£Ki?(0};; PEN 2: LOCATE 4,25 

330 PRINT'Anoiher? tamt colours <s> Hew <n> " 

390 cl^uPPERSMNKEn): IF el* -- THEM 39B 

400 IF t***&* THEN 150 

410 IF ct*"fl" THEN 60 

420 GOTO 390 

430 RE.Pt s« Lect colour to print row 

440 et**": MILE INSim" l23",e#X2l t5=IHK£Tt: VEND 

450 eoLMUUSh RETURN 

460 HOPE 2: PEN, 1; INK 1,24: INK 0,1: LIST 



Unscramble 



If you warn to create an impressive title screen for your program 
then Pan! Jamei of Merthyr Tydfil has the goods. His listing hides 
the contents of the screen, draws a picture and then displays the 
screen in an interesting fashion. You can use this or similar effects 
to spruce up your programs. 

1 * Uriscrmble 

2 * by Paul J ties 

3 ' Ms tract Action September 87 

11 MODE I: SPEED INK 7,7; BORDER 0: INK 3,15,26: I« 4,26,15 

28 ' Hide Screen 



30 OUT fiBCBMS; OUT fiBD00,fl 

48 
50 



• Print screen nay be Quitted 

' or different routine inserted 

M = 1; er»=12; s*2: *lig=0 

FOR p«st TO en STEP s: LOCATE p*1,p 

If Hag*1 THIN LOCATE p,25-o 



70 

81 

90 PEN 3: PRINT"A»st rad H : LOCATE p+2,p*1 

Iftfl IF f lagM THEN LOCATE p*1,t2S-p)<M 

110 PEN 4: PRINT"* ttior>": NEXT: tt"12i en=1: t=- 

120 IF fLag-0 THEN f Lag = 1: GOTO 70 

130 • Recover Screen 

140 FOR uniE=0 TO 40: CALL SBD19: OUT (0C00,65: 

150 OUT 48000, unsc: FOR b*1 TO 60: NEXT w,unse 

160 ' FinfsJi or place rest of prograa Here 

170 ' Pr«*$ key tc end 

180 WHILE INKEVI="": WEND 

191 CALL *BC02: PEN 1: MODE 2: LIST 



30 RODE 1: PRINT"FRE£ZE INSTALLED" 

40 CALL 10460: CALL SB46& 

50 DATA 21,91,b4,06,B1,11,7d,b4,c3,ef,bc,21 

60 DATA Bb, 64,11,05,00, 01, 95, 00, c3,e9, be, 21 

70 &ATA Bb,b4,c3,e [ ;,bc,3e J (44 J ,ed,le,bb,i:a,3e 

S0 DATA 46,ed,1e,bb,Z0 J ,f?,c9 l 00 



Spinning 
diamond 



lis a while since we published a listing that uses palette switching 
to give the impression of slick animation. Giles Park of Leeds has 
come up with one that really looks impressive: stars go whizzing 
by. a diamond spinning in their midst. 



1 Spinning diatnnd 
1 by Giles Park 



NEXT; INK 11,26 



I 

2 

3 • Aistrad Actitin September 87 

10 ' ****SET UP SCREEN • COLOURS**** 

20 INK 11,26: FOR T=0 TO 15: INK T,T; 

31 ' ****0RAN STARS**** 

40 HOGE 0: FOR R=1 TO 20: FOR E=1i TO 5 STEP -2 

50 FOR 1*1 TO 3: HOVE -100MN$*64B,1+HND*400 

60 FOR 9-1 TO 10: PLOTR E*U,0,Q: NEXT q,«,e,r 

70 " ****DRAN DIAHON0**** 

81 coLlri=1: FOR R = TO 91 STEP 9 

90 FOR T=0 TO 360 STEP 90: DEG 

100 HOVE 320+200*COS<T#RJ,200*100*SIN<T+Rl 

110 BRAN 32&+200*C0Sm90+Rj,200*100«$lKa*9|t8),«UM 

120 DRAM 320,0: HOVE 320*200*CC5U*fi) ,200+100*SIN<T*R) 

1J0 DRAU 320+150*COS(Ttfi),300+75*SlN(T+fl] 

140 DRAU 320+150*COS(T+R+90),300*75*SINtT+R*90l: NEXT 

150 ' ****$PlNhING PART**** 

160 co Ltri = ca L t ri H 

170 IF coUn>10 THEN coltrM 

181 NEXT: coltri=2i 

191 FOR T*1 TO 10: INK T,cottri: 

200 CALL 8&D19: INK 10,0: NEXT i: 



INK T-1,0 
GOTO 190 



Pattern 
plotter 





You're in the middle of a game, about to blast the trillionth penguin, 
and for some reason you have to leave the computer, there's no 
pause facility - &a '■*-$%. ^l 

CP Woaldiidge of Dyfed to the rescue! Run his listing before 
playing a game. To pause a game (or any program) press Tab. to 
resume play press Gapslock. Now isn't that handy? 

Please note that this routine won't work with ali commercial 
software . 

1 ' Freeie 

I ' by CP Mooldridg* 

I ' Aistrad Action September 1987 

1ft FOR T-4B460 TO I818B 

2ft READ It: POKE i,"AL< H l"+a*>: NEXT 

20 AMSTRAD ACTION 



Here s a handy program for anyone with a plotter it generates 
patterns and gives you the option of sending it to a Tandy plotter- 
Paul Bridal of Cullompton, Devon, is the man to thank, 

If you have a different plotter, a breakdown of the codes may 
help you write your own plotter driver: 

■ CHRIC17J sets text mode 

■ CURS 1 13) sets graphics mode 

■ SB gives SO columns 

■ p lets you mix text and graphics 

■ n means move pen 

■ I sets the origin 

■ D for draw 

■ A to return to text mode 

1 ' Pattern plotter 

2 ' by Paul BHdel 

3 ' Aajtrad Action September 87 

20 ' For Tandy CGP-115 plotters t compatible* 

30 JlODE 2: INPUT"Step Value (0.1 to 4 are best) '" ; ilp 

tfl ' Ser«*n-drau routine 





7TPE-/NS 


SI 0*1G1N 321,211: FO* a=0 TO 230 STEP itp 


111 If INKEY(68)=32 THEN GOSUB 391 


60 0»*w a»SlN(jl,a»COS<a>: NEKT * 


191 IF INKET(79)=3Z THEN GOSUB 630: GOTO 80 


70 INPUT "Do you want a plot-out of this? ";pUS 


201 IF lNKET(68)-0 THEN a=a+5: IF a>80 THEN a-EB 


81 IF pLt*="T" Ot 0Lt* = " jr- THEN 111 ELSE Jl 


211 IF INKETC24X32 THEN MI DSC tesl( tun) ,1,1 ) ^"l" : LOCATE 


90 ' PLol Routine 


a,x; PRINT "I";; a-t+1; IF ««8l THEN a-1: COSUB 250 


lit PRIHT*8yCHRlClN : PR1NU&: PRINT* S,CHRl(t0> 


221 IF tex>a*pa THEN tipftu 


111 PIlHTfa^Si": PRINTf0, rt P5tep Value; ";stp 


230 IF ASC<al)>3l AND ASC<a*)<l26 The* N1H 


121 PRlNTit/'NEia,-?*.*": PRINT*B,"I" 


(ttX$tttx),t,1)*t*: LOCATE a,s; PRINT J*;: a=*+1: 


131 FOR mI TO 250 STEP ttp 


IF a=B1 THEN a = 1: G0SU3 2S0 


U| PimtTia,"D 1, ;i»SIHCt); H , ,r ;«*COS(a): NfXT ■ 


240 GOTO 80 


150 PR!N1»0,"A": &D™ 21 


250 IF K2* TH£M s-s*1: tex*tti+1: GOTO 270 



Revolving 



Recently there was a short listing thai moved a pruned message in 
the shape of a sine wave. This month Rafe JUdridge of Essex has 
written a similar one: il moves a message in a circle. 

1 ' Revolving itssage 

2 * by Rife Aldndge 

3 ' Aaitrad Action Stpttiber 87 
II NODE 1: ftEG: TAG: ORIGIN 200,280 

20 INK 0,0: INK 1,0: INK 2,0: INK 3,0: PAPER 0: BORDER 

31 FOR lp=1 TO 361 STEP 10: col=col+1: IF eel>3 THEN eol = 1 

40 HOVE 100*COS(lp),100*SINtlp),col 

50 PRINT "MESSAGE";: NEXT Ip 

61 INK 1,26: INK 1,1: INK 2,26: INK 2,0 

71 INK 3,26: INK 3,0: GOTO 60 



Text editor 



Mark Bonshor of Loughborough has written a simple word-pro- 
cessor. B is reasonably short, easy to use, yet powerful enough to 
produce a document. 

Use the arrow keys to move the cursor. Delete and Gear do 
the erasing. Use ControUS to save. Control! to load and Control- P 
to print. Tab moves the cursor ahead five spaces, Shift-Tab changes 
the case of the letter under the cursor. To justify a line press 
Shift-Delete, Finally there's Control-! to insert a character-space into 
the text. 

1 ' Tcit editor , 

2 • by Nark Bonsfccr 

3 ' Anstrad Action September 87 

30 NODE 2: UINPON 1,00,2,25: UINPQU 11,1,80,1,1 

40 PAPER 11,1: PEN «1,0:PAPER 0:PEN 1: CLS: CLSI1: iapa=1 

51 CLS: CLS11: *apa=l: EVERT 100 GOSUB $80 

60 DIM te*SC?00): FOR M TO 200: t exS( f XSPACEK80) : NEXT 

70 FOR f*1 TO 2*: PRINT texJ(f);: NEXT: a*1: s»1; tex«1 

81 PAPER 1: PEN 0: LOCATE a,s: PRINT FtlDJ( lejcSCtt*) ,a,1); 

90 k#*IWCE¥*: IF ■§■•" THEN 90 

111 PAPER 0: PIN 1: LOCATE a,s: PRINT HlDJttexK t*i),a,1 ); 

110 r*S = CHRS(241)+CH«<240)+tHt*U27)+CH«.S(13)» 

CHRJM6)+CHR$<27) 
121 ON lNSTR(r«i,aI) GOSUB 250,280,310,5*0,350,370 
130 IF INKEt(1)=0 THEN i"J+1: IF a=81 THEN a=1: GOSUB 250 
140 IF 1HKEV(8M0 THEN a=a-1: IF a=0 THEN 1=80: GOSUB 280 
150 IF IHKET(27)=12S THIN GOTO 400 
160 IF IHKEr(60)=128 THEN GOTO 451 
170 IF INKET<36)-128 THEN GOTO 530 



261 IF I*E* una tcx^ZH then t«jt*laa*1i LOCATE 1,I*J 

PRINT CKRIU0): LOCATE 1,24: PRINT texSCtex); 
270 RETURN 

200 IF s>t THEN J-s-1: te*=lti-1: GOTO 301 
290 IF s = 1 AND tex>1 THEN ttX*ttI"tl LOCATE 1,1: 

PtINT CHRt(11>; LOCATE 1,1: PRINT tt*l<Ui>; 
300 RETURN 

310 a=a-1: If i>0 THEN HtDKtexiCtex > ,»,1M" " 
320 If *^B THEN *=8I; GOSUB 280: HIPS( tnS( tti),a,1 >-" " 
331 RETURN 

340 a=1: GOSUB 250: RETURN 

350 cS-texStteit): iJ=LEFTI (tl,a-n ! xl=RIGHTS( :*,80-(i3) 
360 t«xStl*x3*lS*NS** ":L0CATE 1,$:PRIHT tinllttx) ; !*£TUR» 
370 ctMexSUex); rS*LEFTI(e*,a-1): *S=RIGHTS(eS,S1-a) 
300 te*S(te*)=it+" "+LEFTI(xJ,LEH(xS)-1I: LOCATE 1,5 
391 PRINT ttxStttl);: RETURN 
400 CLS; PRINT "NLfl 1 f/0f 
410 vl=lNKETS: IF vS=— THEN GOTO 410 
420 IF UPPHStut):"?" THEN PtINT I0,CH*i(27) ♦"i"+£lltl(1>; : 

PRINT l8,CHRS(271**r , *CH«U»; 
431 PUNT "OK": PtINT "Printing!": PtINT: FOt f*1 TO »apa 
441 PtINT 0«,tfjiI<M: PtINT tt*I(f >; ; NEXT: CLS: 6010 70 
450 PtINT CKRI(l3);CH««ri 3); "Preparing To Save" 
461 FOt f = 1 TO Rjipti FOR g=1 TO 00 
471 IF NI&iEts**U>,g,1)-- H THEN M»$<t«xS<f >,g,1>= 

CKIJ(255) 
400 NEXT; NEXT: PRlNt-JlVing. . .." 
490 OPENOUT "text": PRINT *?,»*pa: FOR M TO atpa 
500 PRINT *9,texJ(f): NEXT; CLQSEQUT: FOR f-1 TO aapa 

510 FOR g=l TO 00: IF HIPtt texStt >,g,1)-CHRI(2S5) 
THEN NI&SI[te!«*fT),g,n= , * ■ 

520 NEIT: NEXT; CLS: GOTO 70 

511 PRINT C HRI (1 S); "Loading...-: OPEN I N*test" 
540 FOR f*1 TO iipi: INPUT f9,lexl(f): NEXT: 
551 FOR f=1 TO aapa: FOR g»1 TO 81 
560 IF NIPS(t«ilU),g,1)<CHR$(255) THEN RIDS 

(teitStf ),g,1J=" " 
570 NEXT: NEXT: CLS: GOTO 70 
581 PRINT*1,"TiXT EDITOR: CcLuin; ";•;" Lift* 
590 CI=HI0S(TEXI(TEX),A,1) 
611 IF ASC(CS)>64 AND ASC(Ct)<91 THIN NI»(TE1S(TEX>,A,1) 

=.L0NERI(BIDI(TEXI(TEX),A,1)); GOTO 621 
610 IF ASC(CS)>96 AND ASC(Ct)<123 THEN N1DHTE«(7EX) ,A ,1 ) 

=UPPERS(RIDS(TEXS(TEX),A,1}} 
621 RETURN 

630 aUmSttei): oal=aI: FOR f = 1 TO LENfaSl 
640 IF MW(*M,1)«"." THEN 60T0 000 
650 NEXT 

660 7=1: IF aS=SPACEl(00] THEN GOTO 000 
670 IF NIBS (al, i,1 )o" ■ THEN GOTO 690 
680 i=i+ T; 60T0 670 
690 i=i-T: a*=aS*£PACEs[;} : il=RIGKTStaS,BI> : t=80: i»1 

700 IF NID*Ul,l,1H>" h THEN GOTO 720 
710 z-z-1: i=x+1: GOTO 700 

720 x=x-1: n«tf=*: *i=LEFTS(aS,80-need> : p=0: p=p*1 

750 IF u=LEN(it) THEN p=1 

7(0 IF LEN(aS)=00 THEN GOTO 800 

750 IF Mtfl*S,p,1)e- » THEN GOSUB 780: p=p+l: 

IF p=LENtaS) THEN p=l 
761 IF INKEYn01=0 THEN aS-oaJ: GOTO 810 
770 GOTO 730 

701 cf=LEFTI(aS,p): vt=RIGHTS(aS,LEN(aS)-p) 
790 »*=£*+" "*lraVt RETURN 

001 t*XSU«X}«*$t LOCATE 1,s: PRINT LEFTK te*S( tex),00) ; : 
RETURN 



INPUT I9,iapa 
CLOSEIN 



';t«i:tETUtN 
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SERIOUS SOFTWARE 




WORDS WORK 

How to get the most from your word-processor and printer 



This month we finish off the setup procedure, look at a 
few tips you have sent in and discover how to get the 
best results from a printer. 



A command file must be created using a text editor (that is, 
Newword or any other word- processor that creates a pure Ascii 
file). Suppose you want to swap the pound (£) and hash (*) round 
and you want key (0 to hold the sequence f£S (true saves the 
document and lets you cany on editing it in Newword) then, from 
within Newword. type: 




57 S "£" 
24 S "I" 
F 128 "tKS" 




Save this file as KEYS. HEN. 

The Cm two lines illustrate reassigning a key with a single 
character; the Last shows how to assign a string of characters. 

The first number is the key number, as found on top of the 
6138s drive casing. Them comes the key's state - whether it is typed 
normally (N). with shift (S) or control (c). In the fleet example we 
use S (as the hash is reached by pressing shift and 3), Finally comes 
the new character in quotes, Control characters can be used here 
by placing an up-arrow ( * ) before the letter. 

The last line consists of an E (this tells the computer that an 
expansion key is going to be assigned). Next comes the function 
key number - as listed in User Instructions chapter 7. page 22, these 
range from 130 ((or fO normal) to 153. The last thing to appear is 
the expansion string, 

To create an auto-boot disk that automatically changes screen 
colours, sets up the keys and runs Newword, then you'll need to 
create another file with the text editor Type this and save it as 
P«0fIU.SO& 



*v X'' 



Newword under CPM Pi 

y 

CPM Plus has no direct equivalent to CPM 3.2s relatively friendly 
Setup program. If you want to alter colours, key definitions and the 
like then you'll need the help of several transient utility commands 
(found on your system disk). 

First, copy Newword onto a CPM Plus system- formatted disk 
- (his can be achieved by using CPM 2.2'e Filecopy or Pip. If you're 
using Pip> type this at the A> prompt; 

PIP •:'|>:HU-,* 

This will copy all Newword files (the star means "anything") to your 
newly formatted disk just follow the prompts. You must also copy 
Palette and Setkeys (you'll find them on your system disk) to the 
new disk. Also copy Submit if you wish to create an autostart disk. 
Palette, as Its name suggests, is used to select background 
and foreground colours. To alter colours you must supply para- 
meters after the Palette command, like this: 



<Z 









PALETTE 63,8 
SETKEYS KEYS.NEU 
IN 



/ * 



Palme 63,1 



This gives you a bright white background and border with black 
text. The first parameter specifies paper and border colour while 
the second is for foreground (text) colour, In chapter 5, page 35, of 
the 6126 User Instructions is a table that gives you colours and their 
associated number. 

Key definitions 

The Setkeys utility can be used to alter the codes generated 
by the keyboard For example, you can define function keys or 
change keyboard layout from Qwerty to Azerty (as used in France). 
The way it works is more complex than Palette, though. 
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Printer power 



After working hard on a document or letter, you'll naturally want to 
see it in print. But it isn't always a simple matter of sending the 
contents of a file to the printer. We kick off this month with Pretext- 



SERIOUS SOFTWARE 



The Amsdos version of Protext lets you dump glee lo it 
Centronics (parallel) printer. If you own a serial printer, you're stuck 
- unless you have a routine that redirects the output. The CPM 
version of Pretext is slightly more helpful: it has a built-in routine 
thai lets you use a serial printer. 

You will know that typing PR IHT or just P in Protest command 
mode sends everything to the printer (in draft mode). You should 
also have spotted thai it leaves margins at the top, bottom and aides 
of a page. These are the default printing options. By meddling with 
these options you can alter the layout of the printed document. 

All change at default 

Make sure you are in command mode: type SETPH ] NT, This 
question "Set print options Of U) 7" will appear. Answer yes. A list 
of options and their default settings will drop down. You are ready 
to make changes. 

The first item to choose is comsmtous or single-sheet printing. 
Unless you need 10 print on quality paper or headed paper (which 
is normally available in single sheet*) pick continuous. 

Then y<m have the Choice of printing in draft or m>0 
(near-letter quality}. Normally you'd use NLQ only for the final 
version. Do check that your printer used Epson codes, including 
the one for NLQ* before selecting this option. If your printer isnt 
Epson-compatible but does do NLQ, you 11 need to alter the codes 
sent to the printer - more of this later, though 

If you want the printer to roll to the top of a fresh page after 
printing, ready for the next job, then this can be selected. Otherwise 
the printer stops after the last line. Too can also specify several 
copies of each document 

Printer stationery comes in two standard lengths: 11- and 
12-inch, There are normally six lines to the inch, so if you use 12-inch 
paper you'll need to alter the page- length option to 73 ones. Unless 
you say otherwise, header and footer margins will take up some of 
these. 

Once you've finished altering the Setprint options, press 
Escape, Piotexi offers to change the control codes sent to the printer 
(for now say no) or to redefine characters (no again). Save all the 
changes you have made under a filename such as drai t .pd. Then 
you wont have to keep altering options every time you wish to print 
a file from Pretext. Of course you can save as many printer-drivers 
as you feel necessary. For example, you could have one for draft 
documents and another for the final version. To load a printer-dnver 
all you type is the command t> t i n 1 1 r d n f t . p6. 

Control codes 

You can type printer-control codes within a Protext document. 
These codes show on screen in inverse video, but not on paper. 
Control codes turn on and off certain printer functions such as bold, 
condensed or underlined. You type them as Control-X then any 
letter from a to z. In general the first occurrence of the code turns 
the chosen feature on and the second turns it off. So if you type 
|*i c r df the printer produces word, in italics. 

Note that the default codes work only with Epson-compatible 
printers. And not every printer has the full range of features, So 
check your printer manual carefully before pulling your hair-ribbons 
out. 

The default driver uses 14 different printer -control codas This 
leaves eight unused (plus w, *, y and z, usable, even though they 
don't appear on the screen!). So if your printer has extra functions 
you can define these. You will have to redefine existing codes if 
your printer doesn't use the standard ones. 

To do this, again type the Protext command setprint. Answer 
no to "Set print options?" and yes lo "Change control codes?" Then 
type the letter of the control code you want to alter. You must now 
type the sequence of Ascu numbers that the printer needs for 
switching that function on. Then type Ketum. Pretext now asks you 
to type the sequence of codes for switching the function off. 

For example, the MannesmaruvTally printer does not use 
Standard Epson codes for subscript and superscript. So to set this 
up, press s from the "Define control codes" menu, enter the values 
11 a J 99 to switch subscript on and 27 H tot off. For superscript 
pick t and enter 21 fl! (H for on. 27 It for off. 

At Amstrad Action we use CPCs (of course) and Protext to 
write the magazine. The same Control codes in our Typing will 
produce a draft on a dot-matrix printer or, with printer Lino.pd, 
will be translated into phot ©typesetter codes. 



Next month we shaU took at Pretext s ability to have stored 
printer commands within a document. And printing from Tasword 
and other word-processors will be duly covered. 

Ways with words 

Do you have favourite tricks for getting the best out of your 
word-processor? Share them with other Amsfrad addicts. Send them 
in to "Words Work", Amstrad Action, 4 Queen St, Bath, BA3 IE). 
Here is a selection of tips we've already recieved. 

Tasword error 

Having read your item 'Tuning Tasword* {AA 33) T fell obliged to 
air my views. The Tasword 4Si manual, appendix 3, describes the 
procedure as shown in your article for redefining the function keys. 
However, page 9 and pages 35-41 go into considerable detail 
describing how to customise and then save Tasword. As the whole 
operation is menu-driven, T would suggest it a safer way than 
directly amending the Basic program. 

! haven't got a copy of Tasword 1 6128 and therefore cannot 
give you page numbers: however, I'm sure the procedure is 
identical 
Ned Brazil 
Bray. Co Wicklow 

Apologies all round. 

Customizing Tasword 6128 

I have programmed some of the function keys in Tasword $I%8 in 
the following way: 



U KEr fl, CHRS(19).CHH$(2fi)+chr$(20 

li KET 1, CKMUy}*CHR*C26)+CKRl£?0+CHRSn3>+SPACE$m 

*CHR*MJ«SPACEJ(6B)*CHRJ(4)*CHRJ(248)+CHR$C6) 
40 KEf 2, STRlNGtt5^9)tCHRin?S>+CHRS£??6)*CHRS«1?8> 

tSTRINGitMJMSPACEMJ^ 



Pressing Control-/)? resets the margins and clears the tabs - 
setting them lo their default values. Control-^ gives a left margin 
at column 10 and right margin at 70. Finally, Control-^? pulls down 
the contents of notepad 1 at the beginning of your document. If you 
store your address in notepad 1 you get a letter heading with no 
effort at all. dice the address has been printed, the cursor will rest 
in the correct position for you to rype in the date. 
Graham Bennett 
Hereford 

Hard spaces 

Has anyone else noticed that you can get a herd space using 

Tasword? I was fed Up with having letters appear like this: 

Hr F (Hogg* s novin.fi to S Ertirfion A wen us. 

The hard space lets me produce lines like this; 

flr F Bloggs 'i moving to 5 Ertwhor A^enus, 

The hard space is found in the second character set, which is 
accessed with Control- \, Hit the space bar - et voila. The hard 
space shows on the screen as an inverse space, but prims as a 
normal space. It hoodwinks the justify function that Hr F EHoggf is 
all one word, so that it doesn't get spread all over the page. 
Allan Webster 
Glasgow 




Final say on 

I have a tip for using Easj-Amsword, Load it up, find the switch on 
the side of your computer marked "on-off", move this to the off 
position, take out the tape, throw it in the bin, turn to page 73 of 
AA 23. dial the number at the bottom of the page - (0458) 74192 - 
quote the number on your wife's piece of plastic saying you would 
like to order A203, and wait a few days. A package will land itself 
on your front mat. Follow the instruction manual from there. 
C Parsons 
High Wycombe, Bucks 
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"A. I. 



^UfflMUR PflfcS 0^ TH£ WUCTlFACe TWO. 
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■■g^ Q: WHV IfrOLFLP I JV£EP THE rHU LTTFACE TWO ? J 



<V 



Ck Bas'Cil'y to make &atk-ups 01 programs en a CPC 
gfudy, mtt and customne tfte-m _^ 



Q,- OH. DO I NEED TO UNDERSTAND THE PROGRAMS OR EVEN ALTER THEM TO 
MAKE RACK UPS? 

, A: NO' - NOT wrm the MULTIFACE TWO - il am tact the OfllY piodi-ct on the mart*! which works HJLL.V 

automatically You 'dad any program as usual, run it tor as loig as you like anij when you wish to make a 
copy you just press !rw MULTIFACf "s red button and ftrftow the mentr and on-screen (f»fructions 

Q: HOW DOCS IT WORK THEN? IS IT EASV? USER FRIENDLY '? EHffOJt TRAPPED? IDtOT PROOF? GUARANTEED? 

a rfS! ttwoihs 3 treat and ii could not te easier Themeftu gives lour banc options- 1 : $AVEi0'OO*am toMmMMtoflHttntH lo JUMP fsaytoytmr own routines - 
imraii BMe to hadws) and TOOL >3 access the MULTI-TOOiKiT set ol hnH-m wtttmes Foi example pressing • to f AVE *ui fast at*ow you to NaWE TO backup and Itan let you 
uw a MIOORAM v iu^i a SCREEN re TAPE or piste Belo'e :*« saving itseft MULTif ACE tomnfesses the program so itwlcitskes me ieast amount S spate on bOMttsfc 
and win re but as qwcUy as possible One** pnjgnm s saved, you can RETURN n JUMP use the TOOLKIT to change it. SAVE (I agan etc 

Q: DON'T YOU CORRUPT THE SCREEN UTTH YOUR MENU, INSTRUCTIONS, POLL DOWN WINDOWS. ETC.F 

k NO MULTIFACE TWO Has its own memory W ROM & 3K tlAM, and 4 MM nw* h*di»OT- thus mhen it finishes Os fob at wtwi you f»vlo*l yow b*»-ups . everything rs FULL T 
and AUTOMATIC ALLY restored NOTING else can do tins and on ail oiler devices you *>n need to try to reslotetitcs«r«efl te modes, colours windows etc - tttis takes qwle 

some lime and ettort and the failure rate is high. . 

Q; OK SOMULmACECANCOPYFRQM TATE TO DISC RUT CAN H ALSO COPY FROM TAPE TOTAPTO* Oifir m mw Oft nt*r tyi tap** 

A, 01 course it can MULTIFACE saves eaher to tape or drsc and il saves wluwifer happens to \x in me computer a! thai or™ n [Joes no" matter -unmet -il was c traly loaded! 
tape or disc or even typed m. so atl combinations are possh e 

O; SO EAR SO GOOD. BUT CANT I DO ALL THIS WTTHOUTTHE MULTIFACE? 

k ABSOLUTELY MOT' First, you need i hardware dewce. a "magic bo*' ■ to be able to stop and copy any pf&gfaro at arty stage - no software' based coper can <rt principle evei do thai 
Any tjp*'d'SC coper will lust try to copy a ape as it is - il there are unofthodew leaders. speedtoefcs. protections against copying, etc . you ri end up with a problem - but not with a 
back-up It you wan to back- up any game at any point, bert upon loading or after c^n^ mraugti tne Iwslock or halt-way ttirougn it you wish to poke m<>niie lives and then save etc - 
you just can't do anyrmng like it with iap&etisc copiers- you need the MULTIFACE 1 

Q: MULTIFACE tS NOT THE ONLY 'MAGIC BOX' ON THE MARKET -WHY SHOULD I RUT TT MORE THAN ANYTHING ELSE? 

k There are tour devices on me market Action ftepjay by Datu Electronics. Disc Wi«rd by Evesham Micros. Mirage Imager and MULTIFACE TWO Each manufacturer would naturally 
argue his product s tl*s best buy- fortunately (for you and us). MlCRtMT recently compared ail tour units and MULTIFACE TWO came out in* best m literally ail respects' He most 
successful one - 100%'. the ONLV AUTOMATIC ONE, the FASTEST ONEboftmLu^NSAWSAVTOtWTW them 
ot EXTRAS a RESET button and an exhnswi and unique MULTT-tOOLKiT 
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The summary Of MIC BONE T tests : "MULTIFACE TWO From ROMANTIC 
ROBOT wins easily On all features ' It is faster, more convenient, mors 
successful^ uafrg. Lw&.fJ3&& S£"!?. ■ 
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Switching on Roms 

I have an Amstrad 6128 with romboard and several roms. As you 
are aware, roms take up memory needed by much commercial 
software. As J have Proiext on ram, I can switch off all roms escepi 
the disk rom using i fl0W0N7. I have tried to use this command in a 
small program, however, once the : ROflON? command has executed, 
the rest of my program disappears. Is it possible to switch off 
unwanted roms from within a program, or am 1 stuck? 
MI Ellick 
Nailsea. Avon 

The i ROKON? command performs a soft reset: anything in memory 
is lost The small routine below will achieve the seme as i R0PT&H7, 
bur retains information held in memory. 

10 fOB :=tfl£8B TO tSEBfl: READ aS 

20 POKE M*L(*t"**fJ* NEXT: CALL tBE&0 

30 DATA Be,07,n,tfl,flfl,21,M,ab,cd,c«,be,c9 

Printer trouble 

I have recently purchased a second-hand Epson MX80 F T printer. 



PROBLEM 
ATTIC 

Lofty enigmas with Arnold never 
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I tried using it from Mini Office B 10 produce a ptechart All I got 

was a jumble of characters. 

S Hodge 

Shirley. Southampton 

Unfortunately the early MX range of printers were incapable of 
graphics printing New roms can he fitted that allow graphics and 
other features. You can get a set of three upgrade chips from PNP 
Micros, 01-67? 7631 

Recorders are no-go 

Please could you help? 1 am another of those fed-up 6 128 users who 
cannot stand tape-recorders. Mine annoys me immensely I have 
one, yes, just one, piece of software on cassette and it won't load. 
My tape-recorder has four sockets; Monitor. Line in, Remote, 
Mtc, The conneciHig cable has three one black and two grey. One 
of the grey wires is slightly smaller than the others. Which goes 
where? I despair. 1 have tried every combination. There is also 
volume and tone control. Do these affect loading 7 
Daniel Herman 
Liverpool 

r"es, the external cassette-recorder thai 664 and 61 W owners need 
causes much frustration- The small grey wire connects mto the 
Remote socket. You'll have to juggle with the other two: one goes 
into Line in, the other mro Mic If nothing happens one way round, 
try it the other- Move the tone control to full and volume three- 
quarters of the way up. 

Extended catalogue 

[ would like to know if and how the extended cassette-catalogue 
program in issue 18 could easily be convened to operate on disk 
tiles 

Louis Thome 
Peterborough, Cambs 

It isn i possible to convert the cassette-catalogue routine: it consists 
of calls to the cassette operating system However, below s a short 
routine that will give extended information on disk files 

The program will give a directory of the programs on disk: you 
must enter the name of the fife you're interested m If you enter a 
nonexistent filename or garbage, youli get false data rubbish m, 
rubbish out. As it stands, the program works for drive A only. 
Altering l * m line SO to t B will tor you use tt with drive B. 

1 ' Extended disk til 

t ' by Richard flonteiro 

3 ' Aflitrad Action Stprenber 07 

10 FOR t-I9S00 TO 19020: READ aS: POKE t ,m("l"*aS) : NEXT 

20 DATA 11, 8B,cB, 21, 21, 9B, 06, Be, td, 77, bt, 32, 2d, 90 

30 DATA ed, 53, 2e,90,ed,43, 50,90, 11, la,0t,19, 22,52 

^0 DATA 9fl,cd,7a,be,c9 

50 Eft; MODE 2: CAT: ]HPUT"f i Lenaie ";jl:FQKE 49007, LEN(jzJ) 

60 PRiMT; ;S-UPPERStrii: FOR t =19021 TO £9021 *LtH( rS)-1 



iKTHlUlElfrlft 



POKE t-,A$tCIIX*9f<z$},a<H,n>: i»aOi NEXT; CALL 19008 

t * = P!EK<m2D):PR11»T it;": ";:tF a = 2 THEN P*INI M Bifiary" 
90 IF 4=1 THEN PRlNF'Protectfd Bisi: M 
100 If i=0 THE* PRINT !*S*| 
110 IF »>2 THEN PRiNr'Asei I" 
120 &=PEEKtS902E): t=PEEKt*9B2f 1 
ISO PRHT H L0CATlO»; i"; *EXSCe J; HEX* t lb ) ,2) 
UO d = PEEMl90S0): e = PEEK(t9BJl J 
ISO PRIKfLENCTH: f; HEX*! e ) ; HEXJU tt) ,1 I 
HO IF a-2 THEN t*PEEmtmSW56+PEEK(49fl3Z): 

PR thT "EXECUTION: I "; HjxitPEEK! ** 1) };KEXSlPEEKCf >,2) 

Defining characters 

I need help. I am trying !o define my own characters from 
machine-code- I have established that to do this f have to set up a 
mainx table using txt set it table. Then ixt set matrix to define 
the character. Here i* my coding; it doesn't work, Why? 

ORG 10000 

LD 0,1 ;Mear netting table 

LD 1,125 ;ntu table ttarti with character 125 

LD ML, 50000 ; tab l b addreji 

CALL SBBAB ;TXT SET K TABLE 

LD A, 126 ;:haract#r tc redefine 

LD HL, table ;address of eight bytes for nairi* 

CALL 6SBAB ;TXT SET RATfllX 



table 

0B «ia,(U,<3C / tJC>t3C > tTE,*7E,tFF 

Dave 
Liverpool 

The DE register pair contains the first character in the table: D 
should not be set to one - if anything it should read zero. You have 
set the table address far too high in memory. In fact, you ve located 
it in screen memory: any operation involving character printing or 
other graphics functions will clear the table - and all character 
definitions from value 125. You have also missed a RET instruction: 

ORb t 

LD DE,12S 
LP HLjWftfl 
CALL IBBAB 
LD A, 126 
LD HL, table 
CALL C3SA8 
RET 

tabie 

OB 818,SlMK,*3C,i3:,«7E,i?E,4Ff 
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Exercising 



Max 

Advanced Memory Systems. £19.99 disk only 

The 16-bn Macintosh caused something of a stu when Apple 
Computers introduced it earlier this decade: man communicated 
with machine via a mouse. The keyboard almost became redundant 
- opsrauans were performed by moving a pointer (controlled by 
the mouse)- This friendly environment of windows, icons, mouse 
and pointer was given the acronym WIMP. 

For almost two years AMS has been selling AMX Ait. the first 
10 bring WIMPs to 8-bit micros such as the Amstrad CPCs, Others 
followed: AMX Pagemsker. 3D Zictui and now Max Max is a control 
panel through which you can access all functions of the standard 
Amstrad disk-operating system - such as formatting and sector- 
editing - without having to remember obscure commands. 



Confronting the WIMP 

WIMP stands for windows, icons, mouse and pointer. The 
mouse is an input device - an upside-down trackball with its 
tail plugged in. Instead of entering instructions at the key- 
board you roll the mouse around your table, causing a pointer 
to scuttle across the screen. Once the pointer is resting on 
an icon (a small picture representing, for example, a printer 
or disk drive) you "click" the mouse bunon and a menu pops 
down, where you can click on further options. 



When you load Max pull-down menus appear at the top of the 
screen and several icons come to rest on the right A window 
announcing itself as Control Panel gets plonked in the middle of 
the screett From the panel you can alrer ink and paper colours, 
redefine keys or select joystick of change the sensitivity of (he input 
device. Any options you alter can be saved, so that next time you 
load Max it will be set to your liking. 

Max operates in the high-resolution mode and is graphically 
pleasing. The icons are well designed some are even amusing 
The way windows appear and disappear is shinning. But what really 
makes M$x shine is thai it Can open windows anywhere on the 
screen and enlarge or reduce them. Toons cant be moved around 
- a pity. 

Guided tour 

The control icons on screen -right cause windows to open. The 
topmost icon gets you out of Max and back to Basic, The next 
represents a disk drive, a has the letters A and B undemeath- 
CMclring the pointer over a letter selects either first or second drive, 
A further click will produce a window showing the disk's directory. 
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The directory is displayed as a series of icons with the file's name 
beneath- For example, binary files show as an apple with a brie 
(byte} taken out of it; an assembly file is pictured by a chip. 

Below the drive icon are a group of four that give certain control 
over windows: windows can be enlarged or reduced. More than 
one window can be open by clicking the correct icon you can 
shuffle between windows or swap between the last two opened. 

It is possible (o run either Basic or machine-code programs 
from within Max by first selecting a file and then clicking the "run" 
icon. Max is the only program 1 know of that offers this function. 
And extremely handy it is too. 

The other icons, bar the trashcan (you erase files by putting 
them in the bin), are duplicated in the pull-down menus. 

Drop 'em, buster 

The Gist pull-down menu. File, includes options for locking 
(equivalent to read-only), unlocking (read-write), hiding (people 
wont see the file in the directory listing), erasing, unerasing and 
renaming files. Files can even be sorted by type (Basic, binary, 
Ascii and so on) or alphabetically 

From the Disc menu it is possible to copy or format disks. The 
copier is held in a program separate to Max Unfortunately u doesn't 
use the WIMP environment, which mars the overall effect You have 
to reload Max, 

Also included in the Disc menu is a powerful sector editor 
Apart from being able to fiddle with directory sectors (or for that 
matter any sector), you can elect to view (and' alter) all sectors 
belonging to a particular file. 

The remaining menu is System. Ir allows you to alter the current 
user number, 

There is much more to Max: multiple erasing, file copying, 
extended file information, hard copy of uie directory or sector.,, 

Although AMS tends to jump the gun, advertising or releasing 
products too soon, you are always guaranteed a well-written and 
easy-to- follow manual. AMS products are also of the highest 
standard. Max being no exception. It is a utility thai looks good, 
performs well and has a wealth of features. Deserves to be seen 
on your Amstrad. 



Desperately seeking Max 

The name "Max* has been scurrying around corners at AMS 
offices long before the product was ever invented. First AMS 
splashed "AMX" over its wares - the letter X is far trencher 
than S, Technical manager John Simpson explained: "It all 
goes back to when Alex Blok designed AMX Pagem&ker He 
created a cuie mouse icon at the top nght of the Pagemakm 
screen After performing the AMX shuffle it was given the 
name Max the mouse" And now Max "quick-chck** Mouse 
lends his name to AMS's most recent product 
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GOOD 



NEWS 



■ Nicely designed control panel. 

■ Window* open and dose 
beautifully 

■ Manual a up to die usual high 
AMS standard 

■ Vast range of useful disk 
operations. 

■ Joystick or keys will do. if you're 

mwtel***- 



I Icons can't be shitted around, 
■ Th* ditk copier seemi to hau* 
betn put in at die last moment. 




Create three-dimensional drawings with 
this package from the makers of Max 



AMX 3D Zicon 

Advanced Memoir Systems, ££4,99 disk - 



AMX moose 



But {or a few packages such as Pagemsker and Max. there is 
precious little software thai makes use of the AMX mouse. This is 
a sad tale, for the WIMP (windows, icon*, mouse and pointer) system 
is OtM Of the more pleasurable means of communicating with a 
computer, rm thankful Advanced Memory Systems has kept 
releasing a slew but steady stream of WIMP software. 3D Zicon is 
one that teems lo have missed many reviewers' eyes, 

Zicon is a graphics package thai resembles Amor's Model 
Universe - it late you create vector or wire-frame graphics in three 
planes', x, y and i (is this why they've prefixed "x' to "icon"?) Make 
sure you have a pet rodent before heckling AMS - Zicon requires 
one of these creatures harnessed to Arnold. 

icon's front panel consists of icons (small pictures that 
represent anything from a wastebasket to a calculator) and a pointer. 
You move this arrow by rolling the mouse over a desktop: when 
its pointing to the option you want, tap one of the mouse buttons. 
A window then drops down and displays a menu ~ all in true WIMP 
style, 

Most of the screen area is for your design. There are command 
icons along the bottom, and the pull down menus appear obviously 
at the top. There are four of these menus: 

■ File lets you load, save or catalogue Tiles. 

■ From IMlitia* you can create tubes or spheres, or edit your 
picture. 






■ Status IMS you alter the distance from centre of rotation, distance 
moved when selecting zoom icon or angle of rotation when using 
the rotation icons. 

■ With Output you can dump pictures to printer, screen or plotter 

The command icons enable the model or design to be rotated, 
zoomed or repositioned. They are split into two distinct groups: the 
first lets you rotate the model m eilher x, c or i planes - both 
clockwise and ana -clockwise You can also zoom toward or away 
from the centre of rotation- The second group moves the model up, 
down, left or right. 

Although Zicon doesn't have an outstanding number of func- 
tions, complex designs can be produced without much trouble, 
Zooming or rotating a picture is slow, especially if is made up of 
many lines, On all other fronts Zicon performs satisfactorily 
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GOOD NEWS 

■ Utes friendly WIMP environment. 

■ Manual d wetl-presented and 
readable. 

■ Simple to produce eyecatching 
dqjpn. 


SAD NEWS 

■ Mouse required. 

■ Certain operation* slow the 
program, 



Bargain's the word 

Bnmword 6128 

Bnuwing Software. £25 disk - 6128 or expanded 464664 only 

Back in December US Chris Anderson reviewed Brunword in AA. 
He concluded that the word-processor fell down on several fronts: 
user-unfriendly, no automatic word-wrap, text could be entered only 
in 40 columns, right hand justification couldn't be turned off. The 
only thing it had going for it was the price (£16.50 tape and £25 
disk) and an inbuilt spelling-checker (which could hold only 7,000 
words). 

Brunrung Software has re-emerged with a new version, flrun- 
wont 6128. And first impressions are favourable, starting with the 
clever tutorial on the disk. 

The new Bnmword requires a 6128 computer or a 464 with 
DFtnxucs expansion ram The reason is thai (he spelling checker 
and dictionary make use of the second memory bank - a good idea 
as you don't Have lo wait while it loads from disk when you need it. 

Text can be entered in either 40- or 80-column mode. And 
words automatically wrap over There is extensive cursor control 
and movement is generally fast, but moving up or down a line is 
relatively slow. 

Margins can be set anywhere for the whole text or individual 
paragraphs. The justification system is better than thai found on 
Tasvroid or ftofext rather than padding out a line with spaces from 
left to right, it alternates from left lo nghl towards the centre of the 
line, giving the text a more balanced look. 

Particularly nice is Brunword s. way with superscript and 
subscript- Things like HjSO, and a* = X s + y 1 appear m true size 



on screen and on the printer. It's a pity this wasn't taken one step 
further, to display bold, italic and underline on screen 

You have extensive control over documents sent to the printer: 
multiple copies, appropriate headers and looters for odd and even 
pages. You can even redefine 10 characters, which display on 
semen and print (if your printer is capable of this feat), Maximum 
hlestze is about 10 pages, but you can link several files when 
printing. 

The spelling-checker has a dictionary of about 30.000 words, 
with room for another 5,000. Its beauty is its speed: it's memory- 
resident. Pressing a key will check the spelling of the word under 
the cursor - handy. 

Bnmword 6128 represents real value for money, A word 
processor, spell-checker and data-file (to do "personalized letter" 
tricks) for £25. Mot only does it outperform many word-processors 
on the market, but u's friendly and fast 
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GOOD NEWS 

■ EKttmive tutorial files and 
ifitormativ* manual. 

■ Cheap, considering spell-checker 
and daU-nwge are included, 

■ Can check spelling of word at the 

press of a key. 

■ Subscript and lupencriec appear 

onscreen. 

■ Everything we faulted in die 
original system hat been 
rectified. 


BAD NEWS 


■ Works only on *U& or*spifld*d 

4MNM, 

■ Centring a tingle line taket time 
8 Cursor is sluggish when moving m 

line increments. 

■ Can't read filet from other WPs, 
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Spread'n'butter ' * x 



Richard Monteiro discovers that using a spreadsheet saves wear on fingertips 



First Calc 

Minorvi Systems, £09.95 disk only - CPM Pho only 

Minerva Systems is best known for its software on the Amsrad PCW 
(and more recently the PC) - namely First Base and LemLoco. First 
Calc is its only program that works on both the CPC 6138 and the 
PCW machines. It runs under CPM Plus: if you don't have a disk 
drive. 128k memory and access to a CPM Plus system disk then 
forget tt 

Spreadsheets are essentially tools lor planning and reporting 
finances. Wsth little effort on your pert they make ideal personal 
organizers, cost estimators and simple accounts packages. Fust 
Calc is of, the same genie as Cracker, Scratchpad Plus and 
Supercalc 2. It is vary much the baby of the bunch: it offers less in 
terms of power, but promises m low -cost and gentle introduction. 

Spreading the word 

Boot up your CPM Plus system disk insert the First Calc disk 
into the drive and run the startup Be This is the natural reaction 
when a product falls on my desk. Once the program's up and 
running, a blank expression usually crosses my face. I say "usually" 
because on the odd occasion programs ana so simple they need 
no reference guide. First Calc is one of these rare examples: the 
command structure is obvious and moving round the sheet is 
painless- L^^^afl 

The manual accompanying First Calc has a pretty cover, but 
tittle else is art. The typeface is scarcely better than that produced 
from, a Sinclair thermal printer - highly off-putting. SttlL it's the 
quality of the written word we're interested in, not its appearances- 

First Cole's manual concentrates much on what a spreadsheet 
is and how it can be used. Many more pages are taken up describing 
simple computer terms. On the whole it provides an excellent 
front-end for the computer novice and non-technojunkie. 
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Calculating spread 

first Calc resides in memory: it doesn't rely on overlays This 
speeds up operation considerably The only time youll hear the 
drive whir is when loading or saving. 

Spreadsheets are divided into many boxes called cells - 
identified by row number and column letter. Numerals, text and 
formulae can be entered into cells. Text performs no task in a 
spreadsheet, but is used merely for labels or headings For example, 
it can be used to identify sections of data "Monday, Tuesday, ..." 
You need formulae to perform calculations on cells. These can be 
simple things that could be keyed in on a calculator or complex 
equations involving groupr of cells. 

Entering data into First Gale's cells couldn't be easier: move 
the cursor using the arrow keys until you reach the required cell, 
then type, 
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fire? CaJc lets you use a maximum of 52 columns by 99 rows 
(just over SOOO cells) - quite enough for home or small-business 
use. Once you've outgrown first Calc, you can port the data to a 
more powerful sheet: data is saved in straightforward Ascii form. 
Formulae can use standard operators - add (*). subtract (-) and 
the like. And of course there are built- in functions: Sim (total), Ave 
(mean) and *** (maximum value). And that is the sum-total: no 
provision is made fbr logic, trignometnc or even logarithmic 
operations - this is quite limiting, considering that numbers up to 
10 s can be entered, and calculations are carried out to 14 significant 
figures. 

Seen to spread 

If you are ever stuck, you can call up a help screen showing 
all the control commands. 

With the 15-odd commands available you can erase a range of 
cells, delete certain rows and columns, edit formulae, select 
automatic calculation of the sheet and of course load, save and print 
data. I: is unfortunate thai Minerva hasn't incorporated a "sideways 
print" option - it is much neater to have the complete sheet across 
several pages rather than having to cut and paste bits together. 

First Calc performs admirably, the price is unbeatable and it 
is simple to use - I wouldn't go as far as saying it's child's play, In 
fact Supercalc 2 js as easy if not easier to use. ^^^^^_j— 

As only basic formulae are accepted and the Sheet just tops 
the 5,000-cell mark, you'll eventually want to move to a mare 
sophisticated package. As a first spreadsheet, or even a tool for 
the small business or home, it's the best at the price. But for the 
likes of Coca-Cola International it wouldn't be the real thingi 




What is it? 

first Calc is a spreadsheet. This is simply computerised pen, 
paper and calculator. Rather than keeping the year's cashflow 
or stock records on bits of paper, you can keep the lot on 
computer. In fact most numeric tasks performed on paper 
can be transferred to a spreadsheet, The obvious advantage 
is speed. Less obvious is the ability to project: to forecast 
what you can and can't spend in future months. 
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GOOD 



E W S 



Manual is easy reading for novice. 
Command keys arc obvious and 
soon learnt 

Does the same as other 
spreadsheets tor a fraction of 
the cost. 



Not posiibk' to print results 

uprikally. 

5,000 cells may be limiting. 

Limited formula* options. 



Spready. ready, go.. Ready, xpteady, jo. . Ready, steady, tpready 








AVE YOU GOT WHAT IT TAKES! 




M 




A complex and dsepty 
developed strategy game 
brought together to generate 
the battleground of the 
future. HYBRID is a 
combination of superb 
graphics and original 
techniques to emulate those 
fevered imaginations 
hitherto found only In 
nightmares, HYBRID 

challenges your ability to 
master this superior space 
adventure. The superb detail 
and engrossing strategy is a 
feast for the imagination. 
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SERIOUS SOFTWARE 



Pocketful of words 

Richard Monteiro tries out a new version of Pretext and pockets the difference 



Pocket Protext 

Amor, £39.95 disk only - 612ft and PCW only 

Amor has more versions of its word-processor, Protext. than 
personnel Another has just been added to the heap: Pocket Protext 
- and Amonans say it's so new they didn't know about it a month 
ago. But is there any room or need for it? 



Wh 



at's the difference? 

Early versions of Pretext work under ihe Amstrad CPC 
operating system, When the PCW machine came along. Amor 
decided on a version of Pretext specially tailored to work 
from its operating system, CPM Plus. The price is a hefty 
£79,S5, but includes a spelling checker and mailmerge faculty 
The package works on the 6138 machine - or other CPCs 
that have upgraded to 128k and CPM Plus. 

With Pocket Pretext the spelling checker and mailmerge 
function have been removed, leaving a cheaper package to 
run under CPM Plus You can still purchase ProspeU (the 
spelling checker) and Promerge (mailmerge) at a price. 

Text files are interchangeable berween the two versions. 



The Pocket Protein disk is jam packed on both sides with hies. 
Side one contains Protext, configuration and setup files as well as 
several useful utilities, The reverse contains tutorial hies. Typing 
Protext at the CPM"s *> prompt will let you stan using the 
word-processor; however, this is not advisable: it is all too easy to 
corrupt the master disk. It's sensible fust to create a workdisk - 
not aH the files are necessary - and store the master safely away. 

Apart from a slightly increased loading rune, Pocket Pretexts 
front end is identical to earlier versions. If you have used Protext 
before, you'll feel at home with the Pocket version: command mode 
soil exists (and many of the old commands): all the control 
commands are identical: document mode and program mode still 
exist {in documents all stored commands, ruler lines and printer 
control codes are obeyed at the rime of printing or formatting, 
whereas program mode displays them literally), Of course many 
hills have been added making Protext more competent than ever 
- unfortunately it still isn't a true "what you see is what you get" 
system that shows underline, bold and the like on screen. 

The new manual is an AS looseleal binder that makes the old 
version's booklet, though adequate, look a bit tacky. 

New functions 

Prom the command mode you can load, save, merge and print 
files as with the original Protext However, many handy additions 
have been made: 

■ You can SWA? between two documents m memory, 

■ type displays the coniems of an Ascii or Protext file on screen, 

■ SERIAL redirects printed output to the serial interface. 

■ PftlMTQ causes printing to take place in near-letter quality. 

■ DCOPV loads a. utility Tile that Jets you copy disks 

■ pfqrn win format a disk- 

There are other commands For example, ph R * S E lets you store 
often-used text or commands on a key. There are 31 phrase-keys. 
A number of these are pre-defined such as cedilla ( . ), diphthong 
(K) f umlaut { "), You are left with 26 definable keys, Each key can 
have up to 255 characters assigned to it - enough for most purposes 

The HELP Command has been altered It displays a menu from 
which you can choose further help files regarding disk, external 
and printing commands. 

It is possible lo execute a CPM program from Pretexts 
command mode by placing an asterisk (•) before the filename. The 
current text will be saved as a temporary file and passed to the 
program being executed, Using this function you can create 
assembly files and transport them Lo Maxam U — handy, 
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External commands 

The utilities on the disk can be thought of as external 
commands: enter a filename and the program will execute, How- 
ever, unlike normal CPM applications you'll return to Pretext and 
the original text. On the disk are Coring, Convert, Dcopy and 
Setprint, 

Config creates a configuration file that Protext searches for 
when it first loads. This file holds information on the Protext setup. 
For example, you can switch ofi* justification choose word-wrap. 
select colours, alter undelete buffer size, set printing options, define 
the size of the phrase-key buffer, set keys.,. In other words, Config 
lets you customize Protext to your kiting - very powerful, yet very 
easy lo use. 

With Convert you can transform WordStar text files to Protext 
files, WordStar to Ascii and Ascii to Protect. 

Protext has extensive editing functions. These are usually 
accessed by holding down Control and pressing another key. 
Among the new features, Control-O copies a block from a specified 
file into the current document. Control- Y switches between docu- 
ments m memory and Control-tiumber inserts an accent of sorts 
into the text 

Printing options 

Within a Protext document it is possible to have stored 
commands. These alter the manner in which text is sent to the 
printer. The Config and Setprint programs can be used to change 
these printer functions. You usually set them once and for all; the 
stored commands axe there in case you need to stray from the norm. 
A simple effect such as defining the amount of footer space 
at the bottom of the page would be achieved by placing >f N J as 
a separate line somewhere in the document. Pocket Protext has a 
few interesting additions to this section. Microspaced text is notable 
here - this feature, usually found only on expensive "professional" 
word -processors, sends text to the printer justified with proportional 
spaces between words. Another addition allows printer control 
codes to be redefined during print-time. A further new command 
will print a named file in the middle of printing the current 
document. 

Pocket Protext is really designed for the Amstrad PCW, which 
has no choice of operating system but CPM The CPC machines 
can also use the original Amsdos version of Protext - on tape for 
only £30. dusk 127 or the instant-loading rom at £40, Its maximum 
filesiae is 23k. about 3.000 words, three pages of AA (39k with rom); 
the whole disk is the limit with the CPM version; 178k in ordinary 
data format. Otherwise, Pockets main pluses are its ability to handle 
two files at once and to formal a disk - will Amor add these features 
to the Amsdos version* No, we're told. 

Pocket Protext has widened the gap between Protext and rival 
wOTd -processors for the CPC, creating a grand canyon. The vast 
range of commands, powerful printing options and ease of use 
ensure nothing will bridge the chasm for a long while. 
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GOOD NEWS 

■ Hard to believe you are working 
from CPM, 

■ Long files possible - limited only 
by space an dish, 

■ Can operate an two files it once, 

■ Powerful print*r-driw*r- 

■ Configuration file tan be 
censtnmiwl 


SAO NEWS 


■ Ex u-a wait lor CPM to load, 

■ Lengthy file* can stow work-rate. 

■ Rom version not possible. 

■ 464 and M4s i*eed CPU Plus. 
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Banner 
headline 

We fly our name a foot high, 
testing a sign-writing utility 



Tas-Sign 

Tuman Software, £29.8 S disk only - 6128 and PCW only 

Tasman has diverted much of its attention to the PCW and PC 
market, A look: at its Idlest product, Tas-Sign, illustrates this, Tt works 
under CPM Plus, which means only on the $128 and PCW machines, 
true, you can still use Tasman s latest on other CPC machines if 
you have memory expansion, disk drive and can purloin the CPM 
Pius system disk. 

And of course you need a printer, The purpose of Tas-Sign is 
to design posters, notices or banners on screen and send them to 
the printer - which simply prints sideways on as much continuous 
paper as you like. 

Most CPM application programs, Tag-Sign being no exception, 
require a certain amount of setting up or customization before they 
are ready to run, Fortunately the Tas-Stgn configuration program 
only needs informal ion regarding the make and model of your 
printer. 

Boot up your CPM Plus system disk, insert the TasSign disk 
and run the configuration program, A hat of dot- matrix printers, 
ranging from an Admate DP- 100 to a Walters WM80, wul present 
itself. A keypress is all that is required if you own one of the named 
printers, ff you don't then all is not lost: you can delve deep into 
your printer manual and supply the configuration program with the 
codes for setting graphic Une-spacing, selecting bit-image graphics 

and so on. 

Signing on 

Run ihe Tas-Sign program, wait a few minules for the printer 
driver and font files to load and you're ready to start designing 
posters. The work-screen consists of an options menu at the top 
followed by five boxed lines. The boxed lines hold your text that 
will eventually reach the printer. 

If the mass of on-screen characters is too much to take in, then 
a glance at the manual is sensible. Rather than having chapters 
dealing with the commands and what they do*. Tasman introduces 
you to commands in the form of a series of tutorials - probably the 
best way to familiarize yourself with a system. There are reference 
sections once you've mastered the basics. 

You can simply enter text for your notice or poster once 
Tas-Sign has loaded; pressing Escape sends all (he data to the 
printer, ff you use Tas-Sign in this manner, you'd miss out on many 
of its wonderful features. From the options menu: 

■ root lets you choose any of four character styles: Standard, 
Western, Block and Casual 

■ Orientation determines the manner in which text is printed - 
either horizontally or vertically, 

■ Italic* gives your text a slant. 

■ Revene prints white lettering on a black background 

Many other options exist. For example, you can define the 
spacing between characters - either proportional (spacing between 
right edge of one letter and the left edge of ihe next is the same 
as for any pair of letters), kemed (allows character overlap) or 
constant. You can also elect to print with double-strike or double- 



density - both enhance output. 

Text sent to the printer can be virtually any size: there are 
options io stretch and lengthen characters. 

Embedded commands 

If you want words or characters to print in different styles, 
heights or even spacing you will need to use embedded commands. 
You place these with the text. Say you wanted to print "Hello" using 
the standard font and "there" in Block font: tf i U a \ f b t ocfc\ there. 

All the options can be accessed using embedded cornmands. 
So you can underline, stretch, italicize, and centre to your heart's 
content. Embedded commands are powerful with a bit of practice 
you'll be producing quality material. 

When entering text there are several editing features to assist 
you. All are accessed by holding Control and tapping another key. 
Many word-processors have a comprehensive set of cursor-move- 
ment keys - so has Tss-Sign, You can also insen text, save or load 
a document and switch into an alternative character set The extra 
characters are useful, giving you numerous foreign letters and 
symbols. 

The many printer utilities on the market have some form of 
editor for the user to produce new characters designs. Not so with 
Tas-Sign. You are stuck with four fonts. Apart from that small gripe, 
Tas-Sign performs admirably. 

Tas-Sign scores in the user- friendly and simple-to-use depart- 
ment: the manual teaches and has handy reference sections. Even 
the program can be learnt quickly and without too much grief. As 
for usefulness: if you need to create eye-catching banners or notices 
then Tas-Sign is more than efficient 



Additions 

The manual suggests that Tas-Sign is capable of storing 16 
fonts in memory at one time. Only four are supplied on the 
disk and there is no editoi to create new ones - a pity. 
However, Robin Thomson at Tasman says mat later in (he 
year packages with extra fonts will be available. There are 
no plans to sell a font editor as Robin claims. "It would be 
loo slow under CPM." 
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GOOD NEWS 

■ Works with virtually any dot- 
matrix printer. 

■ Produce* decent poteen with 
tittle effort. 


RAD NEW! 


■ No font editor: can't rreate your 
own character Jtylei 

■ Worbi under CPM Pint only. 





PUc* poundi A m ptlnv pun*. »bn pi? Ih> prra 



AMSTRAD ACTION 31 



PROGRAMMING 




Save space for strange characters on a 
poster and wend your way to a working 
Quickshot 

Character continuum 

Here are a few more character sets to complement the ones sent 
in by Alastau Scott {AA 21). 

II SYMBOL AFTER 1 :f OR I=H1*E« TO M I BCH+ ( 8 *2 5 5 J 
Z| POKE t,PEE«<t) X0» 255!M{XT 
31 CLS:P*lltT"ABttrid Action" 

To get different results replace line 20 with: 
I: ZIPOKE l,PEEKCt) X0R 25A; NEXT 
fc 21 POKE t,PEEKU) XOR 15: HE) T 

Try thi* 

II SYMBOL AFTER 1: FOR t=HI«F1 TO HINEHM8-255) STEP fl 
21 FOR j = i to t*3: POKE t,KGtfil XOR ffl 

31 NEXT s,t: US: PRlHT"Aistr<d Action" 

David Hall 

Stretford. Manchester 

Wend your way a 'while 

Many programme^ neglect the versatility of the WTdQLE-WEND 
loop, 1 have compiled a kst of some of its possibilities. 

Most of you make use of the fact that the loop will repeat as 
long as the WHILE statement is true - for example, HH I LE J NKET ( 51 ) 
(meaning repeat action until R is pressed) : UEND. But if the WHILE 
statement is already false on reaching the loop, the program will 
jump past it - ignoring anything listed between WHILE and WEND. 
This makes it ideal tor certain subroutines such as the following 
error-trap: 

HUB fl*g-1: WHILE INP(*FSM) AND 6* 

11111 IF tlifl = 1 THEN PRINT CHW<7>: Hag«| 

UI2I LOCATE 1*1 

1II3B PRINT "*PRINIEF! OFF-LINE*" 

1II4.I WENO: ftETURN 

Here, once the error is corrected (by setting the printer on-line), 
the Subroutine will automatically return to the main program. Bui if 
the printer is already on-line, lines 10010 to 10030 will be ignored 
and the trap not activated. 

The following one-liner demonstrates another use. See how an 
odd sequence of operations can be run using nested loops and the 
same tump-past principle: 

II *=l: WHILE iOZ: WHILE i<>5 AND |<9: PRINT *;"IN": 
■«*#1: WEHb: PRINT a;"0UT": l=»tt; U EN0 

WHILE and WEND can also be used for the conditionally 
endless incrementation of variables, tor example, Mti WHILE 
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<statewent>: <tta somethitig>i i*a*5: VEND. The use of a flag - as 
in fine 10010 above, which sounds a bell - will allow an operation 
within the loop to be switched off after one or more passes. Finally, 
an endless main controlling loop can be set up by the use of NOT : 
WHILE NOT finished: <re%t at loop>: WEND. 
JD Crabtree 
Darlington, Co Durham 



Joystick check 



I own a Quickshot n Turbo joystick and had problems with it: the 
letter Z appears on start-up, the computer won't reset, continuous 
fire on Ore... f decided lo set about the problem using this routine: 

II FOR *-l2lll TO IZBI6; KM bX: POKE *, m("*"*M) : NEXT 
21 CALL tZIBI: LOCATE 1,1:P«1NT BlNKPE£K(l38Bfl) ,fi ) :GQ*0 Z9 
31 OATA CD,24,BB,32,M,3I,C9 

The program uses a firmware routine which asks for the state of 
the joystick, that is, whether it is moved up, down; left, right or Fire 
is pressed- The result (in binary) is printed at the top of the screen. 

Fun the program without the Turbo connected and you should 
see eight zeros - this is the result you'll get with an Amstrad- 
compatible joystick. 

As soon as the Turbo is plugged in, the sixth zero (from the 
right) changes to a one indicating a fault with the joystick. 
Waggling the joystick causes the five rightmost zeros to change to 
ones depending on the state: (from right to left) one = up, two- down, 
three = left, four- right. The fifth zero corresponds lo Fire two and 
the sixth to Fire one. Pressing Fire causes the fifth zero to change, 
which means the Turbo uses Fire two as its Fire button. 

To fix the Turbo, open up the suck and break the red-wire 
connection: make sure you insulate the break, reassemble the 
joystick, run the test program. All the digits should read zero - a 
properly functioning stick 

If your joystick is playing up, it shouldn't be hard to mend with 
the aid of the small routine. 
DWRostran 
Helensburgh, Scotland 



Poster printing 



This program sends text to the printer, enlarging the text and 
printing it vertically down the page, Ideal for creating banners or 
posters There is one restriction: you may not enter more than 80 
characters. 

11 NODE 2: INPUT"";** 

Z# FOR 1 = 1 TO (LEN<a-$J*FJl : FOR b=1 TO 2 

31 FOR c=3S* TfJ 399 STEP 2: t=TEST(i,c> 

41 IF t = | THEN PftlMm,SPACESMfl); 

SB IF t»1 THEN PRINT#8 r STRIN6J(tB, ,, » M ); 

61 NEXT: PRINT*S,CHR*( 13); tHR$(11); : NEXT: NEXT 

Paul Bower 
Newbury, Berks 

Saving space 

1 have discovered that when copying text (using the copy-cursor 
method) extra spaces at the end of Basic lines are also accidentally 
copied. This isn't the only way additional spaces can creep into a 
Basic listing: during the normal course of programming it is easy to 
press the spacebar a couple of times before hitting Return 

Each Space is an Ascu character and consequently takes up 
one byte of memory, It is possible to slim your program by taking 
the following steps: 

■ Load your Basic program, 

■ Type StNBCL AFTER SZ: StNBOL 32, 255, 255, 255, 255, 255,255, 
US, IS5 followed by Return. 

■ list the program. Spaces will be shown as a solid square. 

■ Rewrite the lines with too many spaces and save the program. 

■ Enter StNBOL 32, fl, 0, B, fl, i , B, B, B 

It depends how many extra spaces you found, but the program 
should be considerably shorter and will execute faster, 
David Ma»k 
EtliiiljiLryh 
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Switch screens 

The following routine will set the position of the screen memory in 
ram. You can have two screens in ram at any one time - and switch 
between them instantly, The high screen starts at &C0O0 (default} 
and the low screen at &4000. To use the high screen call &AOO0: 
for the lower one call &A0Q6- 

To load a picture to the high screen use LOAD "filename", 
tcaea and for the low screen load "filename", £&M«. 

If DATA 3E,tl,CG, 18,6c, E?,SE,4«, C&, U, BCC? 

29 FOR T:|Alil TO tABlB: READ AS; POKE l,¥Al('****t>; NEXT 

Stephen Law son 
Stoke-on-Trent. Staffordshire 



The line exists 

As you know, there is an error m Basic 1,0 (on 464 machines), that 
doesn't allow you to use the bar {) symbol in a REM statement. 
Well, after a short hacking session I came up with an answer: 

To use the bar in a REM statement that makes part of a listing, 
do this: one of the first lines must read POKE 32511, Jfll. Alter typing 
i , leave a space, then enter the rest of the text. For example; 

10 POKE 12511,2*1 
20 REM i It uorks 

Phil Stoekdale 
South Humberside 



Cursor positioning 

Okay, folks, here is a remedy for all the people trying to write the 
ultimate program in one line. When you edit a line try this: 

■ Control- o or Control-* - send cursor to start of kne 

■ Control- o or Control-; - send cursor to end of line 
Big Al 

Solihull, West Midlands 

Getting at fractions 

I understand that many people are having trouble printing tractions 
OB then printers. If you have an Amstrad DMP 3000 or 3000, this 
program wul let you print them: 

Ifl NODE 1: INPUTNuieratcr ";•: I HPUT" Denominator H ;b 

20 C«i+4*: d-b+48 

li PRINT #6,CHR!<27J:"x";CHM(U;[lfftSi:27>;-S";CHRt(8); 

40 PRINT »B,CHRt(e);CHRi(27); M t M ;£H»*f8);etffi4CJ7J; H S rt ; 

5fl PRINT #B,CHRS(1);£HR$<d) 

Before running the program, put the printer on-line. To the 
Numerator prompt type the top part of the fraction (between and 
9), and for Denominator the bottom part of the fraction (again 
between and 9). The fraction will be printed in NLQ (near-letter - 
quality}. It shouldn't prove too difficult to incorporate this into your 
own listings. 
David Giles 
Wokingham, Berkshire 




When trying to find an infinite-fives poke, the hardest part is overcoming 
protection systems- finger-chewing and hair-pulling is just the beginning. 
Phil Howard, master poker, shares his fruits of a thousand sleepless 
nights... 



The section that brings the CPC'i darken 
secret! to light If you don't uvjersand what j 
wrmm here, bad Suet You'll get no enpian- 
awn. tor the * where the hacker* hang out 



Disabled interrupts dilemma 

The Amstrad CPC system uses (he re- 
starts, jump-blocks, alternate registers and 
several other locations in ram. Normally, with 
Inter r upts enabled, you cannot tamper much 
with these areas without causing problems. 
You can, however, change anything if yog 
disable interrupts (something protection sys- 
tems often do) - you low control of Basic, torn 
calls and other things, though. My advice is to 
write a set of utilities which run without 
interrupts 

While the computer is processing a bite 
of Basic or a direct command, it copies the 
instruction into a buffer {&ACA4 on the 464). 
When there was only the 464 machine, some 
protection systems used mis fact to ensure that 



the Last command issued was kjv by XQRing 
these four bytes against some other vital part 
of the routine- This technique is still used, but 
not necessarily in this form. 

It is as well lo know how XOR sequences 
work This is one of the many ways: 

■ Take seed number 

■ XOR first byte of program with seed 

■ Alter first byte to result 

■ Alter setti to result. 

■ XOR second byte of program with seed. 

■ Etc 

This not only runs through the program alter- 
ing it byte by byte, but also ensures that it is 
not tampered with on the way. 

Cheating XOR 

Often protection systems contain a series 
of sequential XQRing routines. Each of these 
XOR the remainder of (he program - normally 
revealing the next section which it then runs 
into For flexibility these routines use relative 
jumps and loops: you can relocate the first 
XORing routine, use it in isolation (under your 
control}, relocate the newly revealed second 



routine with the first.. Like this you can 
uncover the entire system which, when run, 
•OH at the original program. 

Beware of XORs against the screen and 
areas where you place your routines 



Desperately seeking lives 

It may seem obvious, but patching the iunip- 
btock is one of the best techniques for regain- 
ing control after a protection system has done 
its stuff. Take care, as some systems check 
for alterations to &BD37 (J? RESTORE) before 
calling it. 

Program loaders sometimes overwrite the 
lump- blocks; it is useful to bear in mind that 
the three- byte RST instruction locations can 
be relocated and used direct in a routine to 
perform standard ROM calls. 

If you encounter use of the R [refresh ) 
register in a protection system, chances are it 
is being used to count the clock pulses 
between two points in a program normally to 
generate a seed number for an XOR sequence 
- any instruction you introduce into the code 
will upset ihe count and corrupt the program. 
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THE MAN WHO WON/LOST THE MAN WHO LOST/ WON 




Gen. MacArthur 



Adm.Yamamoto 



NOW YOU CAN CHANGE THE COURSE OF HISTORY 

The battle for Guadalcanal has been called the most decisive single 
action of the war in the Pacific. 

More significant even, than Pearl Harbor. 

The battle lasted six months. It took the combat skills, the courage and 
eventually the lives of thousands of dedicated fighting men, both 
American and Japanese, to bring it to a conclusion. 

The battle for Guadalcanal is unquestionably the finest war strategy 
game to date. 

It is perhaps the first game to give you a true indication of the awesome 
responsibility of the baffle commander. 

Now you can re-fight the battle for Guadalcanal. 

You can re-think the tactics. You can re-deploy the resources. 
You can re-tive the battle 

In effect you can change the course of history. 



I 



The game display is 
best described as two 
halves. All general 
information about the 
game is in the top half 
while control of units 
and info on them are in 
the lower half. 
To the top right you will 
see a clock face. This 
runs at a speed of 1 
minute for every 10 
seconds of real time. 
The clock NEVER stops. 
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ENTERTAINMENT SOFTWARE 



Airwtrvl CPC c*W*tte * 0*: i*ir cassettes £959 •rvd d.«* C14-99I 
M*l Ofdef AcTiviiiO* 1 ! I UK* Ltd. Uftit* 3 & 4 Fifi«<hw Ro*d 

Compute tafnwt profl»im - Gu*dit»nai - dttranea oy 
Uo a>fd. dsvetopsd hi coiUbonbon w.in AUin Siwi 



CHEAT MODE 




Dkk'n'Bob che<k out your tips, hacks, pokes and game-busting ploys. The best ones 
could win an entire issue's Amstrad Action Raves! So why not send your latest gem for 
AA to test? Send to: Cheat Mode, Amstrad Action . 4 Queen Street. Bath t BA I I E l 
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Getting to the end ol the Master ■ 
ironic game tm't easy so here ue 
some tips from Jay Sowdon of 
Headley 

First pick up the three tools 
and go through all the screens on 
the first level picking up the idols 
Go up and continue until you reach 
Akuma s Chamber where the last 
of the seven idols is, Mow you have 
lo return lo Tont on the sea" Be 
careful every lime you re-enter a 



level because the enemy will Have 
come alive again 

The best move is the punch 
because El's the quickest When 
using weapons throw I hem and 
leave the room at the left or right 
Then re-enter Your opponent will 
have lost strength and the wea- 
pons will be ready lor you to pick 
up and use again Idols replonsih 
strength so try to find them when 
your energy is low, 




Poke method for tape 

All this month's Cheat Mode tape pokes use Method I. If you 
have a 664 or 6128 first type i tape. Rewind the game tape 
to the beginning. Now type in the poke listing. Then type 
run and press Enter C without using the key marked CTRL or 
Control). Press Play on the cassette deck, ihen any key on 
the mam keyboard. The tape should now start to play through 
in the normal way. 
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I Oth Frame 

Paul Evans of Leeds has a rip (or 
getting a strike every time on the 
US Gold bowling game Piay the 
novice level When the bowlm 
appears tap htm one space to the 
left Do the same for ihe aiming 
cross, being careful in both cases 
that it is only one tap It's panicu 
iaily easy To move the ctqss too 
far so keep an eye out The hook 
woni affect The ball on novice 
level and whatever the strength 
all ihe pins should fall 

Grand Prix Rally II 

J Hall ol Leicester has some id- 
Vic* on surviving this old game 
]list drive as lar as possible on the 
right ol the road and you'll miss 
rba Other cars You can't do this 
on ihe watet circuits Slow down 
for right rums to avoid drifting out 
but go full-lilt on the left bends 
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Livingston houses poker Owen 
Cunningham He has supplied 
you with a Method 1 poke for 
Gremlin's shoot-envup-and- 

search game The poke gives 
infinite lives. 

Owens warning' "When play- 
ing the game always leave rooms 
near the bottom Do (his because 
there is a bug in the game wheie 
you get stuck in the wall after 
leaving a room - annoying if 
you've got all the Code" 



1 



I " Prajfct ft 

? ' by Orffn CuAntftftkat 

3 ' Mtfid Action Sipt V 

1| W»t IrOPIIiWd" 

It HJMQItT *V»rLMS"flfuturt" 

It *0<l U1*7,K9;{ftU UIFJ 

II PflKF t<W6,l:(HL *" BS 




Here is the fust ol Owen Cunning 
hams golden -oldie pokes. It's for 
Masienromc's train game Using 
Method I you are given infinite 
train-pause time Pressing Fire 
pauses the game: another stab at 
the Fire button restarts 

1 " Lftcoeor iori 

2 ' it Ow*n (unmpghis 
J * is it r id llttlM S#PI 17 
11 wrirftn iOfliJrPOBE 1 
H miiufioiiiig: Mtm Win.. 
}| i«AB"<a*T*1",S(|| 
41 VtWiUUl'tlttH 
SI i«a»"<d*tt]" p lim 
£1 HJ»»"'d*t**" r l4MI 
71 POKE tn'tA.Wl WS«B,I 
«« POKE l«}}l,»:F0tf lmi,l 
ft POiE mit.t-.PQtt t9H3 r t 

IB P*tf l?5H,I::»u i<Mt 




CHEAT MODE 



Zub 

Another Mastertronic grime bites 
(he dust thanks to Richard Bod- 
tea of Baraet Endless (makes a 
change from infinite) Lives, mim 
ber-of-platforms choice and re- 
moval of droids are the capahi Li- 
nts of this Method ) poke. 
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M9I l;f<M fj = sutaa to iat ■■ 


21 


READ P»:PChK( p J ¥AU"t" + pit 


it 


NEiT:lNPUT"£ndUst Li*#* "jil 


40 


If 0W*flttfS>«*T" THfN POM 




iBEffM 


it 


t«PuT H Hnov( droids ";i* 


it 


[F UPMAtft !)■***' T«£N POKE 




BBE04,IC9 


n 


iKPUT'Enttr nuabar of 




pLJtforws per 0linet 




[norPlUy IB) ";» 


it 


IF s<1 OS till THEh 70 


tt 
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POKE |«EM r [19-t) 
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Using Method 2 (just skip past I he 
block called "KT") "id Paul Rob- 
son's poke you can help Magic 
Knighti infinite energy, magic, fuel, 
"strength and objects held" dis- 
play are all up for grabs. 

1 " KfligM Tjflt 

2 ' by Piul Bflhipn 

3 ' Aittrid Action E-ipt ST 
10 NODE 1:60SU8 IBB 

it BUIflHt 4 B 99 

}| LOADV'! M :tALL SBI0 

ii IN* 1,24:I«K 2,U:IN* 3„18 

50 tO*ft"!-':GOS«B 1 B8 

61 FOR t = 1 TO 4:REA|> di 

71 POKE H>U"t"tiJt J »:NE>T 
6fl POKE tT925,t£l 
PB LOAts"'",tCfl0B:tALl 7000 
110 FOh t=fl TO 3:1NK f,0:NEH 
110 80fiBEB B:RETtHN 

120 SAfA 1»Cfi,1*C?,1^?5 

110 tAfA 29b2,J3df,J427 



Match Point 

R Piatt ol Ramsgale has some lips 
that will slow down die devas- 
tating speed of the Psion game 
Hold down the keys ZXC and 
and as soon as the ball is served 
the match will take place in slow 
motion This makes it possible to 
beat the computer Also if you 
wave the racquet around while 
your opponent m trying to serve 
it may put him off 



Cobra 

Tips for lhe Ocean film bore come 
Iram Jamie Maacall of Bar Hill 

There are men with bazookas, 
knives and guns. Duck under 
bazooka shots and jump over 
kmves and guns, then kill (he 
gangsters. Don't kill women stand- 
ing still or the man under a lamp- 
post - you'll lose points Gangsters 
will pop out ot dustbins, duck their 
shot and kill them. If ducks come 
down and you're on the ground 
you must duck them. II you re on 
a platform you should pimp at the 
duck to kill it 

lngrtd will be somewhere on 
level five or six and will follow you 
around, impervious TO bullets 



Scooby Doo 

Invincibility for this cartoon- like 
game is provided by Jan-Mirko 
Maczewsfca of West Germany 
Disk only. 

1 ' Scooby Boo ~ dis* 
I * by fan-ilrfct n*ei»mlti 

I ' Antrad iccion S«pt 17 

II OPiNflUT-j": P£NDR» ISbB 

21 L0A6"KOO&jr.tnn": POKE I4$7,t(3 

SI POKE UM>I: POKE (65*, J 

Iff rOt »*«0ff TO IMt: »t*3 yt 

il POKE l,WHT>»H: IEI1 

iff tlU JJ« 

71 >it* lf>$Mi#rt # 3i,42 # 7ff 

HB flATA sa>*i # ?»,c3>iM* 



Jailbreak , 

In finite Lives have been provided 
by Declan Kennedy of Armagh 
far fConamfs cops'n' robbers garn^ 
Enter the poke using Method L 
and watch those bad guys c\ 
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Hilar |t|( 

6/ (Mil" Ksnnjdy 

Aaitrtd Action Sept 17 

PMrn*. tttiti'-rnaa t 

I0*0"l" r **t« 
FOR i = T TO 4 :***(] 
PWt i ,**'.< kilt 
REtJUiPOltE s>tBf 
FOR I 'la 'i 1 ,' [0 tffffft: 

OAl' ■'■!■**»> iNElT 

JA»' 2 IS, 4 ^2 1,41244, 
Uam4t26J,*12(S, 41274 
&ATA *f,J2,7b,,cd,r.5,ai,Ti 




CLASSIC MUNCHER 



HpM has been busy attacking the 
Bubble Bus cheapo. The poke is 
entered using Method 1. Before 
each poke there's a REM (remem- 
ber that ■ on the Amstrad does 
the same as »f" with instructions 
on what the poke does. This al- 
lows you to leave in lhe pokes that 
you require and omit those you 
don't. Certain pokes allow you to 
enter different values: the poke in 
tine 140 (for infinite lives) has a 
value 100 after rt - alter this to the 
number of lives you want. 

1 ' (Itisu Hunebtr 

I ' br BpN 

3 ' Aittrid Act ion Stp\ 87 

Iff BIJT08F 10 

21 FOR ftlBFffl T|) tBlM+14, 

30 READ It 

i$ POKE tjWttH^+SSIlftXt 

it DATA 04,07, 11, 10, tff, 21 

*i DATA 22,BF,tO,7?,at,28 

50 DATA 11,ZT,F(,0F,77,2J 

40 DATA C9 ( B0,BC,ja,F9,E8 

4S DATA ff4 r r[,0^2B,FI,tD 

70 MTA 7A, BC,J7,t»,0B # 7S 

U >ATA it, 6J,«M!>, ?2,J1 

*i MTI M,l«,t1,«0,»1,|1 

90 MTA 00,t)4,Et,Bl r CMI 




111 6*TA 41 J*^ 

110 (all (stag 

t2B ' Nu»b*r ol LfHH 

Uff ' sat lor IBB 

14B POKE tlSFJ+lTBfl^ff^ 

'■■t» H itart UvtL 

160 ' set for I 

170 POKE IUI4*it00,2 

tiff ' Flit ^hqllt 

■n POKE tlF.-»[-tlFiaB,tC'J 

.'8B ' Nu#b«c «f fhoiti 
210 ' btt*tcn 1 *nd 4 
,'?! POKE lStb + *FBB,t 
Hi ' Htmovt ill ghosts 
HI POKE C5CE*tF00 r lC9 
251 ' Ho. ot dtidlr flhoiti 
24B » bttutin 1 and 4 
270 POKE U7B + lF0fl,4 
200 ' Ntrilisi |tioitl 
790 POKE l*?HiF00,iC» 
}|0 ' trip ghosts in bo* 
J'ff pcrr C45?*cF00,trv 

J 21 ' Add *ifit*B«n! 
iJ0 POKE t&va*tF*8,tC9 
340 t«LL 1SF27 




Came lot Warriors 



Paul Wilton of Mold, has sent in 
pokes for Anolasoft's game. Skip 
past the block called "CAMELOT 
(this is a Method 2 poke) and run 
the poke to attain invincibility. 

1 ' Ciarlol K»rnofs 

2 ' bj Plul UiUon 

3 ' Alstrcd *ttifjft Sep! «7 



10 BOJE 0:KEflO«T 34999 
20 tO*»"!t H , 3*060 

Iff POKE IS! J 1, HI: POKE 1S302.B 

40 POKE l»SBJ,i9f:P0ifE 08(00,121 

}0 POKE tBFBl,i3F:PQjtE t&f02,S 

«0 POKE lBFBJ,*3fc:P0!fE »f 04,1(7 

70 POKE »BT0$,tCb;POXE t&Fff«,,I4A 
JM POKE 1BF07,(1:(ALL 34BB0 
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Paperboy 

Julian Page of Shrewsbury has 
been quick off the muk by send- 
ing in pokes tor Elite' s long-await 
ed game, it's for the disk version 
&nd gives minute papers and lives. 




1 ' PiptMtay *■ ditt 

2 ■ by Julian Pigf 

I ' *»»fid lotto* stpt (7 

II foi iriK4 to Hid: IEab d 
cl l**AL(*i*+l#liP«U i,i:AEKT ■ 
If CALL UtO 

(| BAT* 21, £1,41,11,11,(1,14, Iff 

SI BAT* t»,77,BC,2t,ll,IJ,CB,»3 
61 SAl* IC,C0,7A,8C,Z1,ll,IJ,i2 
71 HAT* 7B,IJ,C|,||,|J,AF,32,A[ 
M 5*'* I9,W,B7,19,CJ,II,BF,65 
91 PAT* fcC,6?,7*,**,2E,62,69,6E 



And here's a poke for the 
same game on tape. Enter tl using 
Method I for infinite lives The 
man to thank is Martin Pleaaance 
of Brampton in Bamsley , 

% * Nptrboy — tapt 
2 • by mnin rHoifinct 

I * mind Action Stpt IT 

II FOR n>| 10 IS; «(AB ht IKK n,h 
21 NEXT ft 

31 OAF* l,2M*,1j,6,l,l,2,2l,22 

tl 0JLFA 11,9, W, 11/], 16 

SI F0» n=| fO 11: BEAD I) 

61 l»¥*t("t"+lt) I POKE n+l8lll,« 

71 MEIT || (ALL 1IHI 

II MIA Jt,H,til,6M(.*f,td,|t 
91 MTA bt,|1,ll,ll,cd,3l,&(,cd 

III BAT* 19,bd,e9 

111 0PFM0UT"di»ooy*: JliKOflf I3FF 

121 lOA»-1itttEN",ttBII 

131 L0»B H !PR£LQr.l8F|| 

HI LO*»"!Ptfl«',IHI 

151 10*. B"! SCI", It HI 

161 POKE t9A?,t)E: POKE 19 A A, 5 

)lt POKF, |9«M: CALL tBfll 





Mag Max 

e Master Blaster of shoot-em- 
s has boom given a good pok- 
ing by Toby Boyle of St Annas, 
Lanes- You are prided with 
[vulnerability Enter using Meth- 




2 ' by tony-Rtylo 

3 ■ inirtd »tr«Bfi Stp; 3! 

t| flEBMT" U7Mi L0*?"",ll7{l 
21 i*tJ?M: SOSUB 01 
II I-137EA: fOSUB 61 
II i=iAilfl: tliuB 6f 

SI CALL 5i,"BB 
#1 READ »i 

H If lS-"xx" THEN RETURN 
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II POKE 
9i 6010 

III BAT* 

111 ' 

128 »m 
lit B*T* 
1Af ' 
<SI BAT* 

161 :■«'* 
!7I sai* 

181 SUA 

191 ME* 

?bb d»ti 

211 BUT* 



»,y*L<"i"m) i »«t+i 

61 

n,*MI,2i,if,*b,n 

3r,lb,J2, 46, 11,1**99 
52,At,H,>< 






22H 
23B 
Hi 
351 



BATA 
BAT* 

BAT* 
BATA 



3*,D9,32,lb,o*,5*,*C 

iS,lf,J*,J?,|* F b'J,t<3 

iB,li,i*t,«s,4i,:i,ll 
b9,c5,l»,dS,n/M3 
J1,21,e»,09 ,00,77, 21 
lrf,2BV*/S,*M7,fl1 

u,ti,i.f,ir,ie,*6,ds 

21,<re,bB,11,SJ,»B.,td 
67^0,21,43,81,21,5* 
he ,c],BS,bt,i*,e?,32 
cl ,1a,c3.#<>,0Z,KK 



Dun Darach 

AnotheT poke by Peter Feath- 
erwtona of Leeds This one is for 
Gargoyle's animated arcade ad- 
venture Enter it using Method I 
to unlock most doors including 
Ladyos. 

1 ' Bufi Binch — Tlpt 

2 ' by Pttfr Fiith*rTteifif 

j ■ Mntred tcttoo laet IT 

11 natt 1: HEHOBf +999: L0A6" 
21 ma tlM5,|: POKE IU.*6,IBE 
SI FOB 1-IB£H Ffl tBf|7: IEAB it 

;« POKE t,VALC-|'t»t): *E*T 

51 CALL tU5* 

61 BATA 3*,1A,S2,2i,?9,ci,l»,Si 



Saboteur II 

Here is a poke for Dwells kick- 
and-punch game. Sent in by Peter 
"I have been wasting valuable 
revision tiine hacking" Feat he r- 
■tons of Leeds. Method 1. 

1 < S*bet«Mf II -- tapt 

2 ' by Pour Ftithtntonr 

5 * A*jTi-td Action lost 87 

If KOBE 1*0PEil0UT"d-:"Ei0ltT 12 FF 

21 LOAR"; POKE t37E,l*| 

II PORE I17F,I8E 

41 FOB 1*tlEll 10 UE17: l*A| it 

SI POKE f,YAL(*i"**tJ: KEIT 

41 CALL till 

71 BAT I if, 32,1*, 94, = 3,11,14,11 



Toot's Corner 



Fly Spy 

If y 041 had trouble with the Fty SpT 
tip last month rt*s because we 
missed something out. Pause the 
game, type this is tan karb and 
finally press a key between 1 and 
1 to get at the cheats. 

Speed King « 

Remember way back we credited 
David German lot a Speed King 
poke? It never did appear. Well, 
just the other day the an team 
presented us wiih Davids poke 
It got misplaced under a mound 
of their scnbblmgs. 

Here it is. Enter ii using Meth- 
od 1 and answer yes or no to me 
TfliiiteiwaSe of questions. 



2 



Spctd Kins -- tip* 
by Bairid EtrtJin 



3 ' Alt l rid Iclitr $tpt |7 
II K»E l:P«|Hl"Si9P ibt ttdEV;; 
40SJB H; ill'it: pHIMF-sup 
taUi&ion an«r i ion villi 
bik«-;:6CHga 9|:a?* = aI:PB.]*T 
'"Stop iOltilion Mith jriu";: 
oOSua 91: tlt-ti PRi|T~turri 
off isnt";: 60iiW 9f: **l=at 
« t«£ I: iVMCL AFttl 1) (,: 
0PEH0Ut~»": mm** BIWII-l! 
CLOSEOUT, PEH01F 2|A7; PRIHt' 
Lo»<Ji*n) tarn <tn S ~; tdAB 
"!SKIt6",2lK 
18 If l II** j,* tHEK POKE t1S2A,;i1 
4* IF i?l»"r mE» POKE IU9I,J|1 
51 H »*S*V tHEK POKE HBlC, 211 
H ii i4t*V IHEH POKE I226»,?B1 
71 P«KE ICtfl,!: POKE IC51,9 

si tiii. nn 

n PB|iiT"<r/S> »";: ol*— vrHE 
ato'y" AHB st<J H n": *I±L0WE«S 
tlMKETIJ: VEN«£ PRINT *l: RE TURK 




CHE A T MODE 




Stephen "there is only one this 
Time" Harford of Crewe, Cheshire. 
it responsible for giving AnoLa- 
soft's game a hard lime. You have 
a choice of infinite lives, rocks and 
SQOOter Gobots with this Method 
1 poke. Gobots go bony yeaahh, 

1 ' CnaLLeng* ut Csbetf -- tip* 

2 ' by St*ph*n Buferd 

3 ' littnd Action Stpl it 
11 HME 1l BOK&EB I 

21 IftFUT "InT LlVtl [t/»J: ",i* 
31 IIPttT "Inf -DckS tr/n): ",bl 
tl UPU> »HH icoot«n (T/N):",cl 
II MM 0: FDR e»l TO ISi »E«» 4 
61 Hit c,d: NEXT c 
71 LOA4"!60botl.lcn",lClll 

si Mil 1,11,24,21,2,2,4,24 

91 MTI 24,15, 4,4,9, 11,13, 17 



111 


tot«1 


: 1EST01E 


HI 






111 


FBI ( 


=tB£81 ID 


IBES1 






121 


MM 


1-4: |isMLl"i"*1iII 




in 


POKE 


t,*: 1st 1 


tat** 1 


MIT 


I 


141 


IF Eat<>4|Z; thtu iTOP 




tst 


IF il 


*"n" THE* 


POKE 


tlEAl, 


4' 


HI 


IF hi 


*»f!" THEN 


POKE 


IBEA6, 


t.' 


171 


It t\ 


l""«" THE* 


POKE 


MEAB, 


11 


111 


MKC 


IBB51,2H 


: CALL tBEll 


1 


191 


Mil 


16, ft, 31, 


16, IE, 


11 




EM 


MTI 


9I,«,£B, 


77,11, 


f 21 




111 


MM 


4l,M,E5, 


W.K, 


,CI 




lit mm ?*,ec,ia, 


11,47, 


,M 




EM 


;•«■* 


42, IF, 54, 


51,21, 


,*2 




241 J*r* *9,lE,Ji, 


ll,!2 


.SI 




HI 


MM M,JE,tt, 


32,Et 


.IE 




241 


Mil 


»,H,", 


T*,M 


,C! 




271 


MM 


4t,H 









Infinite Stamina (or Mastertroruc's 
HAD game has been provided by 
Julian Page of Shrewsbury. Enter 
it using Method 1. 

1 ' i;onbring»r -- tipt 

2 ' fey Julun Ptgt 

3 " Aoiirtd Action Stpt 17 

T| NODE 1: FOl I'tBEIt la IBEJI 
21 HE ID lI:i»ML<T*iM:POKE 1,1 
51 HE IT It till- MEM 
4| MTI I4,H,21,M,a|,11,||,a| 
SI frill t»,7r,BC,2T,||,ip,cD,o5: 
61 MTI BC,C«,7A,B{,21,1»,BE,?.2 
71 Mil 4B,lf,£B,l|,l|,lF,32,f1 

II Bill 19, 12, 31, If, 32, 6C, IE, 12 
H »lll S« ( J7,32,JF,i9,?1,||,|| 

III Bill 22, ii, 19, 72, 48,19, 22, *D 
111 MTI 19, CJ, 88,13 

Peter Fealhentoee of Leeds 
has also had a go at Masiertronics 
third Magic Knight game. His Me- 
thod { poke gives infinite spells 
and energy. There is no need 10 
collect the mirror or wand. And 
you can also start on any screen. 

1 ' STonbrtngrr ■- Upt 

2 ' br P«»f Ftithtriwfi* 



3 ' lutrid Actisn itpi t? 
II PtOSE 1: lEFHItf (flFFF: LOAO"" 
21 POKE MI4S, III: POIE MME,*BE 
31 FOl MlBElt TO tlfff 
41 RE lit It: IF »M"**i" TMEU 61 
51 poke t Mlt'i'*t*ii mi 

61 MLL Mill 

r| " inlinili *n*rfr 

SI Bill If, 12, 51, 19,32,31, IE, 32 

91 Bit! 6f, IE, 32,84,37 
II ' infinite spell energy 
II Mil lF,12.FB,2B,32,lf.2F 
tl ' no Bfit tg |H vin4 
31 MM If, 32,95,35 
41 ' no find to gtt airror 
31 Mil M,!2,1|,t1,H,AS,J*,I2 
61 BUM 19,U 

ri ' i*it me'i itm to ill 
M MM ?M4,Dt,22,E3,tl,?e,E5 
H MTI 41 
II ' ttift root 

II ' Mini* 17 in lint tit (o 
21 ' i nuebir bet vita II md J* 
31 MM IE,|7,I2,£T,14 

41 * don't rtiput 

?5» D*u tj. IB, IS, NIB 



Krakout 

A Method 1 poke that gives infinite 
lives on Gremlin's briek'ntat 
game. Stephen Basford of Crewe 
is the man to thank. 

1 ' Krakout -- tap* 

2 ' by Stephen Bis'ord 

3 ' listrad Action Stpt i7 
11 BORDER i: INK 1,1: HOSE 1 



21 tot-1: FON filil TO £64 

31 REH dl:D=Ml("r + Q*hPDKE c,. 
41 t*t*tftt*V! NEXT t 
51 IF IOt*MTJ THEN CALL Ut 
61 PRIKT -Error in HAT*! "5 ENS 
71 DATA B6,8*,21,5MH,r,B!,B' 
H SATl CD,77 f B:C, 21, 11,11, (!,BJ 
91 BATA 9£,CD,7A,BC,21 f 5t,ai,?2 
HI Mil B!i,lf,{3,M,Bl,2E,lF,]2 
HB MTA 3A,7S,C3,f4,4E 



Thing Bounces Back 

Gremlin's bouncing game has 
been given a good seeing to by 
Peter Feathentone of Leeds. 
There are various infinite pokes: 
lives, slinkios, panics and oil- 
Leave out the pokes you don't 
want (they are aU fiEfled) and enter 
the poke using Method 1. 



1 ' Thing BDiiAttt BlCk -- Elp* 

! ' hy P*t«r F*ath*rsCnns 

3 ■ Aaitri4 Iclion S*pl 17 

i| "0D£ 1: HEItOM tlFEf 

21 10AB"!' 1 , 12111: POKE 12115, ME 

31 POKE 12166,11]. 

41 FOl t-tm TO (4BB: Uht M 

$1 IF at-^MIlM" THEN 71 

61 mE*T I 

70 CHL 1151 

M D-.ATA 21, 11, 21, UT, 11, 11,11, II 

91 D1T1 BZ,«d,bB,c3,BB,11,»f 

111 DATA U,t4,t3 ' ptnict 

111 DATA 12,B8,b|,32,ff,lf ' 

ll inkill 
121 DATA 32,19,92 ' ftfl 
111 BAT1 ! e ,rft,3J,«,9i l Hv« 
H| 'If Ml following lint 
151 BAtl c3,|f,il,ao[>(£ 




No, you can't have the top prize two months in a row, Peter 
FeatheHtene. Still, you're runner-up along with Julian Page and 
Tony Boyle Bui the winner this month is Stephen Bastard for 
KrAkout and Challenge of the Gobots. Gongratulatiorts lo the winners 
and keep sending in your maps, lips and pokes, 

Donl worry if you haven't nan any of your masterpieces in 
print. We shall get to them eventually. It's just that the AA offices 
are spilling over with Cheat Mode mail. We're slowly clearing the 
backlog 
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Mil to the actum as the legend comes to life I 




ffl°m 



)* TM 



The Nome Computer Version of tire Atari Coin Op Masterpiece 




Wre givii^ aw^ 50« games 



ftt* ep Y<** H*)f and &wty buftwhlo and Son tte mantle of ihe legendary Indiana 
Jones' Ftapani yeiMHtf ^ you- rnasi dangaMu* athwrtu* )*i - to norm th* eirH 

Temple of Doom and MMM BwinipriionadehMovefl and tne mag>ui flouts of Santera! 1 

&cw« the foe* sna hjjwjj tM bkxk your *a* 

The ThjtfM guirdi wiH f kfht td irw finish and 

poewnou* cobra vmm wtii r>« up m tront of you 

feu wUt Inwte pemoui ledges llfli under-ground 
railway* and erwa the bo«(Hnleti J>en pil in 
punu<t at h*u' QuMC 
You #tf i call on all yow i*K*ve* of courage. (Crefigth 

and ikill fHuh younclf To the MmiT. nde your hick 
and th*maa>cai ttonti ma* juvt b* irsm' 






^•^I^Le-**^ 






' Sp. 


1' •" ia> VMLW^lW 








BBBD "* 


^ 
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COMMODORE 64 ra.nE9.99rc. E14.99 



AMSTRAD usnnfi9.99DiaC14.99 



SPECTRUM 48k «.m' 



ATARI ST.afit9.99 




ADVENTURE 



Ahhh... the summer holidays... the sweltering heat.,, the 
waves gently breaking on the sun-baked sands,,, the 
distant chimes of the icecream van,., the usual dire 
shortage of good software... and the Pilg creeps into the 
A A offices with news of Rick Hanson, Special Agent, 
readers' games, and - gasp - more Pilg Programming* If 
only every English summer were as hot as the copy from 
the pen of the Cowled Crusader! 



Rick Hanson, Special Agent 

Robico, £9.95 can 

Robico isn't exactly at the forefront of the Amstrad adventure market 
in fact the Pilg can't remember seeing anything for the CPC from 
(his Welsh outfit until now Rick Hanson is the first pan of a text only 
trilogy which a year or so ago (according to Robico) wowed BBC 
owners across the nation. Will it give us Arnold owners similar 
treatment? 

To start with, it's not often that you see a text -only game 
nowadays- The Pilg waa never really much of a one for graphics, 
but m recent months some of the pics accompanying, for example. 
The Pawn - or Dracula from CRL - have been so good that the 
Cowled Crusader has relented somewhat. Tup, there's no doubt 
about i|, graphics can add something to the enjoyment of a game 
if they're good enough. However, most of the time they're not good 
enough, and some of the time - as here - they're absent altogether. 
If you've grown used to piccies with your prose, are you going to 
miss them in Rick Hanson? 

The game gives a good impression before it's loaded by coming 
in a long black box, complete with a small Adventurer's Note Boole 
(blank pages for scribbles bound in black card) and a leaflet with 




a comprehensive list of clues and instructions. The Pilg is all for 
clues in packages (as with the Magnetic Scrolls games). You don't 
have to read them if you don't want to - (hough in this case it's 
rather difficult to look up a solution without inadvertently seeing the 
answers to other problems, Robico suggests thai you get a friend 
to look up the answer for you, but a little better design of the section 
would have made this unnecessary. 

The game Starts you off in a disused railway station from which 
you musl escape, having first received some instructions from a 
tape-recorder that, judging by its performance, must have been 
designed by Mr Bang before he teamed up with Mr Olufsen. 

There are some good features to the program, including 
ram-toad and -save, back-one- move, and the ability to use IT, string 
together commands, and even enter intenogatives like kheke and 
uhq. The parser does not, however, prove very helpful if it's having 
difficulty with your entries - simply replying "That only fhtmmoxed 
me" or "Strange" or... well, you get the picture. Fellow pilgs well 
know that 1 like to be told why my inputs aren't being acted on so 
thai 1 can ascertain whether Ym faced with a vocabulary or a logic 
problem. 

Once you get into the game there are a number of puzzles 10 
be solved before you can achieve your objective - to destroy 
General Garantz before he nukes the world. Those of us used to 
Quill-based text games will be impressed by the large number of 
locations in the game and the lengthy text-descriptions. However, 
after a while you can't help feekng that the programmer saved more 
space by simply repeating phrases in various groups of locations 
than by compressing data. 

Despite the few nice touches in the programming and one or 
two nifty code-cracking puzzles. Rick Hanson doesn't ring any bells 
for originality and the Pilg finally abandoned the keyboard without 
suffering intense withdrawal symptoms. Rcbieo is obviously used 
io receiving plaudits from BBC owners. However, it is 1987, chaps, 
and this style of game, despite the effort that must have gone into 
both the packaging and the program itself, just wont wash 
nowadays at full price in the Amstrad market. Save your pennies, 
pilgs. lor something better 



Atmosphere 48% Interaction 62% Challenge 60% 
A A rating 52% 



Two from the shelf... 




The Cowled Crusader is always keen to receive copies of games 
written by readers. GAC and The Quill have introduced many to 
(he gentle an of adventure-wnting, and with the promise of PAW 
{Professional Adventure Writer from Gilsoft) on the horizon the trend 
is bound to continue. This month Pilgy pulls a couple of recent 
submissions out of the bag and meditates upon the art of home 
brewing, 

Malevolence 

Quilled by the Page family, London SE1T. 

Malevolence is a Quilled game tn which the death of your uncle 
prompts you to set out to restore the family fortune. A lette * from 
your departed relative indicates thai this may be done only by killing 
one of your uncle's old acquaintances 

Just in case you think thai knocking off the old man's pal is a 
touch antisocial, 1 should add thai I he aforesaid acquaintance has 
fallen on hard tunes and is now a fan long in the tooth., and he will 
happily demonstrate the length of his dentures by sinking them into 
your neck. To wit. the old codger has turned vampish. 

Malevolence has a great loading screen but is otherwise 
text -only. That in itself is no bad thing, but where Malevolence falls 
down - as do so many homebrew games - is in the quality of its 
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ADVENTURE 



puzzles and the style of the text, Bui lei's not be too rude about it- 
Looking carefully at a game like this out leach us all a lesson. 

The tact is that designing puzzles for adventure games is 
extremely difficult Many adventure designers lend to construct 
puzzles on the basis of finding objects. For example, in this game 
there is a large spider which you can pass only by burning its web 
- hence you need to find some matches. 

There are many variations on this "End object, solve puzzle" 
theme Sometimes you'll have to find several objects and combine 
them to make another there's an example of this too in Malevo- 
lence, where you combine different objects to make a fishing-rod, 
catch a fish, and use it to pass a hungry wildcat. Puzzles of that 
particular sort are quite common (making a blowpipe in Morden's 
Quest to loll the pygmy, tor example) and can sometimes be 
extremely difficult - as anyone who will remember making the sonic 
screwdriver in Ship of Doom will recall. 




A few 'object puzzles" in a game is no bad thing, but in many 
homebrew games (and sadly in some commercial releases) that's 
all you get. What's more, they tend to rely for their difficulty on their 
obscurity - the only reason the sonic screwdriver baffled people 
was that no one in right mind would ever think of making one. 
However good they are, though, if object puzzles are all you get 
then the whole feel of the game suffers. Malevolence relies almost 
exclusively on object puzzles, and the effect is, in the end. to rob 
the game of any real excitement. 

So what's a good puzzle? Well, to a large extent this is a matter 
of personal preference, but generally speaking a good puzzle will 
involve interaction with objects and characters in a way that reflects 
some of the frustrations we experience m everyday life - or, even 
better, invents new ones. For example, you can't lift a floorboard 
because you've forgotten to close the door, which has swung out 
across the board and is preventing you from raising it (see The 
Pawn). Or in Infocom's Ballyhoo, you can pass a guard only by 
imitating someone else's voice: the trick is to inhale gas and akar 
its tone. 

That's not to say that object puzzles cant be great fun - the 
best example must be the Babel Fish in Hitchhikers Guide to the 
Galaxy. Those of you not familiar with this puzzle should know that 
the fish pops out of a dispenser and down a drain. If you block the 
drain, it gats whisked away by a floor. cleaning robot, and so on. 
To get the fish you have to employ several objects at once. It's worth 
pointing out, however, that even this puzzle succeeds largely 
because of the humour of the text rather than the logic of the 
situation. 

Malevolence has quite a few locations bm here we come up 
against problemetle number two - style and originality. 

There are a couple of spelling mistakes in Malevolence, but 
these are really not a problem- What is a problem is that none of 
the locations shows a real sense of invention. There's a place with 
a big nasty spider well, I'm sure we can all think of St least one 
famous adventure with nasty spiders in it. There's a grassy hill, a 
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cobbled path, a little harbour with a rowing boat, a maze... All 
acceptable, but nothing that really zonks the brain with mind 
blowing originality, 

It's not all like that, thank goodness, There is an unusual 
underwater scene in a sunken wreck, but here we come across 
another stylistic error - inconsistency. There in the wreck, beneath 
the waves, is a book lying open on a desk. Now books simply do 
not lie open on desks in rusted hulks on the sea bottom. And if they 
do they certainly aren't readable. Of course they could be readable 
- that might make the basis of an excellent puzzle but in 
Malevolence you just hold your breath, duck under, and read the 
book. Hmmrn! 

Mrs Page writes in the loiter accompanying her family's game: 
"Are we wasting our time?" She and her family have been sending 
then game to software houses in the hope of getting it released. It 
hasn't been, and honestly the Pug is not surprised- But that's not a 
problem - of course' you're not wasting your time! There's an 
enormous amount of satisfaction to be had out of devising these 
games instead of just being a consumer of purchased packages - 
and there will always be a friend or relative who will get a lot of 
pleasure out of solving them. 

However, if you rely for your satisfaction on the wider public 
exposure that comes with commercial release then you must 
improve the way you think about puzzles, and develop more ideas 
like your underwater scene, You can get a lot of help in this from 
other adventurers - try joining a dub like Pat Winstanley's 
Adventure Probe, dedicated to helping people write better games. 

Brainless 

GACed by Paul Thomas, Bucknall, Notts 

This is really a bit of a joke, this one. However, the Pug thought 
he'd mention it because it's the perfect example of a game with 
some great ideas that needs the support of other adventure pro- 
grammers to improve it. 

The game is so full Of bugs that I couldn't make much progress, 
but the basic idea is that as a newly-elected champion you must rid 
the land of the Black Knight, On the way you encounter such 
characters as Deaf, Flesh, and Pain - as well as Sunflower, Cinamerv 
and Gorm, 

"Look out for the biased judge." warns the author in his letter, 
"and the pouting wood-nymphos," 

The combination of characters with names like Deaf, Flesh, and 
Pain and "pouting wood-nymphos" was ample encouragement to 
the PUg to load up this game There are soma nice original touches, 
including a joust where you must select different weapons in order 
to win, and a bottle of grog that induces romps in stables. However 
the program itself is a major disaster *re*- 

The spelling is so bad as to be occasionally misleading. I'm 
not sure if Deaf is really Deaf, for example - I have a sneaking 
suspicion he should be Death- And although 1 love the idea of 
celluloid characters, 1 suspect thai Cinemen are not little people 
from the movies but actually a single person called Cinnamon. Ah 
well-. 

The bugs, however, are unmistakable and quite inventive- First 
they corrupt the text, substituting graphics characters for words, 
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ADVENTURE 



and then the graphics rebel and take over the entire display, having 
magically convened the text to Mode And reduced the graphics 
window to a single black spot. 

Brainless is quite unlike Malevolence. The latter is a carefully 
programmed, thought-out game thai simply doesn't manage to seize 
the player's imagination. Brainless is anarchic, chronically pro- 
grammed, bin shows an energetic imagination that could, with 
considerable dollops of help, produce an interesting game. 

Most homebrew games fall between these two stools and in 
all cases the message is the same: the best games are collaborative 
efforts, Marty players will play-test your software and assist in other 
ways without charge, So let's see some more software, home- 
brewers, and where there's space well fit you sn. 



Wot, no tips? Wot, no mailbag? 

Unfortunately we are still very short of space in the Pilg section. I'm 
very touched by those of you who have written in demanding thai 
we should have more room, but at this time of year magazines grow 
somewhat lean and we all have to restrain our pen-pushing. Next 
month the Cowled Crusader will make it all up to you with a bumper 
mail section, and the Jargest Tips column that we've had for a long 
time. See you then.,. . 



Knight Ore 



Level 9/Uainbird, £14.95 caw, £19,95 disk 

Magnetic Scrolls with Guild of Thieves, Infocom with Bureaucracy 
- there's no doubt that the boys and girls at the top of the class 
have been wheeling out the big guns recently. But what about our 
old friends Level 9? Apart from Silicon Dreams - a rehash of older 
games - ihey seem to have been keeping a somewhat low profile. 
And in today's competitive climate that just won't do. Level 9 has 
been in serious danger of becoming yesterday's software house - 
can they keep up? 

First, they needed to do something about their awful graphics. 
Whatever your own feelings aboul the pictures in, say, Silicon 
Dreams, the Pug thinks they're rubbishy. I don't really believe that 
the Level 9 people - in their heart of hearts - think much of them 
either. Certainly when you put the graphics alongside something 
like The Pawn they begin lo look sick. In fact put them alongside 



any graphical adventure from CTRL, Interceptor, Delta 4 or Mel- 
bourne House and they still look decidedly peaky. 

Second, they needed to do something aboul the programming 
of their games. Other programmers are developing the art of 
interactive characters with each new release. Level 9 can't afford 
to lag behind in this race - anyone can introduce interactive 
characters in a game, but getting them right takes a bit of practice. 
The Level Sers haven't even been going through the motions here. 

The fact is, the adventure market is changing. More and more 
people are changing to disk-based machines, and that spells death 
for the old way of life when a game loaded from tape and had to 
be squeezed into memory all at once, Level 9 excelled at that sort 
of thing - its compression and parsers were second to none in the 
old days. They still are. But who needs them when you've got 128K 
and a diakHlrive? 

I know there are lots of pilgs out there without disk-drives But 
do not despair - the prices are dropping rapidly. And if you're not 
interested, trunk what you're missing out on - no Infocom, no 
Magnetic Scrolls, no Koroms Rift, no Tau Ceti Special Edition ... 

Meanwhile, however, Level 9 has come back with fists flying 
- and released Ktagiif Ore through Rainbird, rearming - yes, you 
guessed - interactive characters, souped-up graphics, and an 
upgraded parser. 

The game concerns an ore by the name of Gnndleguls and 
comes on three cassettes or one disk. The Ptlg has played the ST 
version and much enjoyed it, though J do have reservations. First, 
we're stuck with Middle Earth scenarios still, when other companies 
have struck out into other, newer game arenas. Second, the 
interactive characters are just a bit self-consciously programmed 
and their responses are sometimes incomprehensibly inappropriate. 

However, you can now FOLLOW other characters, address ihem 
directly, give them one or several commands, and even wait FOR 
them to arrive, In addition, the game features 60 TO and RUN TO 
commands which enable you io move directly to a named location, 
with location descriptions en route printed or hot printed respective 
ly. f : HP does similar things with objects 

The game comes in I he Usual Rainbud sumptuous packaging 
complete with a poster and booklet containing a novella thai seis 
the scene lor the game. It also forms part of the anti-piracy system 
so you shouldn't throw it away unless you really know it by heart 

Stay tuned for the Pug's definitive review of (he genuine Arnold 
version - coming soon... 



Lords & Ladies of Adventure 



Here's this month's list of brave and virtuous souls who have taken 
it upon themselves to offer their services to other. less fortunate, 
adventurers. In doing so. they run the nsk of making friends around 
the world, achieving immortality and making their fnends green 
with envy. So if you've completed a game and are willing lo help 
others, drop (he Pilg a line. 

Participation in this column is an honour but remember it also 
involves actually helping others - Lords and Ladies who do not do 
their job properly come in for some fierce criticism and will certainly 
be in for a pasting from the Pilg. Think twice before writing... bul 
you will find thai, if included, your life will be the richer for it. 

Just one point here some Lords and Ladies occasionally send 
in "updates" to their lists. Because of the way ihis system works, if 
you wish to make a re-entry in the column {which changes every 
month) you must submit a complete reapplication. Please remember 
this or risk disappointment. 
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Contacting the Pilg. 



Wnte Pilg c o Amstud Action. 4 Queen Street, Bath, BAI IZ 



Or if you have a modem you can gel through on Telecom Cold 
83:1NL251 The Pilg positively glories in correspondence, and those 
who get in touch stand an excellent chance of seeing their name 
(and even their deathless prose) on ihese pages 

Please remember, however, thai the Pilg himself is nor a 
helpline service That s the job of the Lords arid Ladies, and if you 
write lo the Pilg I'm afraid you risk disappointment as well as wasting 
a stamp Much as I would love to communicate with everyone on 
a personal basis, the volume of mail and the laws of tune and space 
to which I am subject make this quite impossible! 



AMSTRAD ACTION 43 




Programming 
with the Pilg.., 



PART 



After three months of a space-shortage curse, 
the Pilg programming course resumes its rightful 
place upon these hallowed pages. The listing you 
typed last time is made lucid. 



Adventure programs, as we said earlier in the series, require one 
to make a lot of I f-them type decisions. This is easy in Basic, but 
it does take up rather a lot of space if you have endlessly to repeal 
I F statements irt your program. In the previous two instalments we 
began to look at other ways of taking decisions - let's just back-step 
a little and examine the problem we set ourselves. 

First, you were asked to type in the following listing and run it. 

1 ' Prograi tor piLgri*s to puzzle out 

2 ' Aistrad Action Nay 19S7 
10 CLS: ncde-1 

2B RESTORE: FOR n = 1 TO node: REM iti NEXT A 

3i PRINT Jl;" (t/«) ": &0SUB U 

41 IF r«nJ*<e THE* 19 ELSE KBTGHE b8: FOR n=8 TO node: 

READ ■*: NEU n: PRINT: PRINT n$: END 
U it=I«KETl: IF il= n " THEN 44 

45 If UOWERSMDoV) AND CLOUtRSC i«.)<>"n fl ) THIN PfilHT 
"Arttvtr yts or no... "; GOTO 44 

46 ntnJe=£fnjde*J> + ABS(LO«ERi«iS) E "y"); RETURN 

SB DATA "Are you hippy?", "Oh dear, to you get on we L L 
with your parents?", "Hmhhi. . . VERY fcappy*", "Do you 
live at ho«e? B , "Have you got jpols?", *5o there's 



something wrong. 



"Been drinking?" 



68 DATA "So hone ind sort it out than!", "Leave hoM at 
once!", "Cheer up then - it can't be that bad!", "See 
a doctor!", "Ye gods! A NORMAL person!", "Boy 1 Are 
you lined up 1 ", "You Ktt nave religious tendencies.", 
"That explains everything,.." 



The program, when run. asks you a series of simple questions 
and, depending on your answers, prints an appropriate message. 
The logic of the questions and answers is shown in Figure L We 
call the type of structure shown in the diagram a "tree', for no better 
reason than that if you turn it upside down you can see that it looks 
a bit like one. There is a root box, or "node" at the bottom, and the 
tree then branches out to other nodes. 

Do it in your head 

Without ninrung the program, you can now imitate the logical 
process it is carrying out by putting your finger on the node 
numbered 1 and asking yourself the question in the box. If your 
answer is yes, then you trace your path along the branch marked 
yes until you reach node 3. You then repeat the process, branching 
either left or right depending on your answer, until you reach one 
of the nodes on the bottom row. This node will contain the message 
that would have been printed out by the program had you 
responded in the same way to the questions when running it. Try 
typing it in and running it a few times to see it in action . 

This particular tree is a very limited and rigidly structured one. 
You can see that each node has only two branches leading from it 
- or, in the bottom row, no branches at all. A node that has branches 
leading from it to other nodes is said to be a "parent", and the nodes 
it leads to are its "children". In this tree, all parents have two 
children. The nodes have also been numbered systematically, 
starting with 1 at the top and working down sequentially. In this 
case therefore there is also a strict numerical relationship be tw ee n 
the different node numbers. 

We can express this relationship by saving that for any parent 
node, the "yes" branch leading from it to one of its children wiU 
lead to a child whose node number is double the number of the 
parent node plus one. So if you put your finger on node seven and 
answer yea to the question "Been drinking?", you will end up at 
node IS, which is 2x7 t 1, 

Now let's look again at the listing - which incidentally the Pilg 
forgot to renijrnber before printing and for which I apologise. Hawing 
odd line number sequences like 44, 45. 4€, 50 is very bad practice 
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and makes entering listings tiresome because you cant use the 
auto function. However, the listing was originally printed in Ihis 
manner, and to avoid confusion I didnt want to change it 

Step by step the Pilg expounds 

Back to the nitty-gritty - if you're an experienced Basic 
programmer you may want to skip this bit, but have patience 
because even a simple program like this can be incomprehensible 
to some readers. Well explain it une by line, The program first, in 
line 10, clears the screen and sets the variable node to I- So we're 
starting off at the top of the tree. 

In line 20, the program b&s the data pointer Using RESTORE to 
the first data statement in line 50. If you look at the diagram,, you'll 
see that this is the question for Node 1 The program then goes 
through a loop, reading data statements into the string variable at. 
The number of times it does this is determined by the value of node. 
Since right now it's set to one. it does it once only, and we end up 
with "Art you happy?" held in aS, 

line 30 prints this question on the screen with a Y/N prompt 
to the reader to answer yes or no. It then jumps to a subroutine 
held in lines 44 to 46, 

Une 44 checks for a key-press and recycles until it detects one, 

line 45 checks that the key pressed is either a t or an N. If it 
isn't, it reminds the player to enter yes or no and jumps back to 44 
to try again. 

Now line 46. This line does all the work, By this stage, the 
player must have entered either a r or an N, So the program knows 
that an answer has been given. You will remember that earlier we 
pointed out the relationship between the node numbers, so we know 
that ii the answer was I then the new node we want to jump to is 
the current node number times 2, plus 1, If (he answer was ft, then 
the new node number should be the current node number times 2. 

The important function here is ABSCLOWERKis) - V>. By 
referring to your Basic manual (if you're puzzled) you will see that 
this returns zero if iS holds anything other than ">■" (in other words, 
ii will return zero if the answer was no) and one if the answer was 

V. 

Once it's processed this line, our program has calculated the 
new node number depending on the answer we typed in. It now 
jumps back to une 40, 

Line 44 now checks to see where we are on the tree. Because 
of the rigid structure of our tree, we know that once we reach any 
node with a number greater than or equal to 9, then we've reached 
the bottom of the tree and wish only to prim the relevant message 
and stop. So the program first checks to see if the value of node is 
less than 8. If it is, U cycles back to line 20, reads through the data 
list node number of times, thereby arriving at the correct question 
for the current node number and then carries on as before, printing 
the question and waiting for an answer, calculating the new node 
number... and so on. 

Ii the node number is greater than 8, then it's a simple metier 
of setting the data pointer to line 60. where all the messages (or 
nodes 8 io 15 are stored, reading the correct message into ■$, and 
printing tt on the screen. Voua, hey presto, fiddle de dee - and go 
back over the above again if you cant work n out. It realty is 
astonishingly simple, so dont be put oft no matter how poor a 
programmer you think you are. 

A kernel of great power 

However simple n may be. though, don't let the simplicity blind 
you to the fact that this small program has demonstrated a very 
useful function, We've avoided lots of I f statements - there may be 
three in the listing, but the point about this method is that there 
would still only be three if the tree had 10,000 nodes and 9.999 
decisions to process. By looping through the same three IF 
statements we save programming space and keep our code more 
compact. 

However, the real value of this technique is actually something 
quite different - and which we haven't mentioned until now, The 
great bonus is being able to use a method which allows you to 
sketch out the logic of your game in diagrammatic form, and then 
translate it directly into Basic. The decision structures in your game 
will be far easier to fix diagrammatically- And in the next instalment 
of Pilg Programming well explore the advantages of using this more 
visual means of designing a game's logic, as we continue with the 
programming of our mini-adventure. 
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There's a slightly different look to the start of Action 
Test this month. We've dispensed with the full list of 
games, and from now on well indicate just the Raves and 
Mastergame on the Line- Up. 

This month's Mastergame is Exoton, a really stunning 
game that will make your eyes pop out when you see id 
colourful graphics and wild explosions. 



The Raves are packed with action of all sorts, Ft$ 
Strike Eagle is a very advanced combat simulator. Zynaps 
and Starfox take a more futuristic stance, whisking you 
off into space. Stiff ox in particular will amaze you with 
fiiled-in ID graphics and lots of space zapping. There's 
also the new James Bond game, which didn't get a Rave 
but is bound to cause a lot of interest. 



TRIO 



Hit ft*, f MS east, ilW dWi. joyitkk or kt p 

Another compilation where they use one good 
game to dump off ■ couple of slack games? 
Hoi quit*, but close) 

The fim of the mo m AirmtfE The game 
intra mas co nuke Stringfellow Hawke seem 
like in avenging angel. So. to decipher You 
control lus new helicopter. Shoot everything 
in sight. Along the way, you will find extra bits 
of weaponry to help you. A good game, with 
detailed but single-colour scenery. Movement 
is at a sensible speed. As with all three of 
these games, the music is catchy. This game, 
however, has mote music than the others, and 
it's all great! Sound- effects are also enjoyable, 
By far the best of the three games- 



construct a submarine. Control is rotational 
You can pick up as many as six objects at a 
3DC- a strange name for a strange game, 
You are a submariner who must wander 
around the seabed in search of parts to 
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time. You also get the opportunity to control 
an eel - useful for getting into small spaces 
Those without much patience have the option 
to send away for a solution Graphics are dull 
and lifeless in colour, though the bubbles and 
animation are good- Music is corny; u recites, 
"I do ukfl to be beside the seaside," 1 suppose 
t could play it once or twice, since it's on the 



him by frying nasties, By hitting certain objects 
with youi sword, you can increase ihe energy 
of your sword, shield and armour. Every now 
and again, he will have to fight an awesome 
warrior Use shield to fend off his blows, and 
sword 10 stab him. Graphics are big and very 
colourful Sound-effects during the game are 
bad. The only music is during loading C B 





same side of the disk as Atrwoif II. 
Groat Gunanos is the last of the trio. You 
'contra! Gunanoa on his most difficult mission 
yet. He must fend off natural missiles fired at 



SECOND OPINION 
/ en toyed ail three of the games, which 
certainty represent good value for 
money, Airwolf D and Gunanos are the 
more immediately rewarding with plenty 
of action, bat all of them will prove testing 
in the long run. Is s nice to see a 
compilation of games that haven't been 
released before Let's hope there's more 
10 come, BW 



GREEN SCREEN VIEW 
ire OK 



The Verdict 

GRAPHICS 59% 

D Large and colourful in Great Gunanos 
■ Dull in 3DC 



SONICS 

Fantastic range of good music 



82% 



73% 



GRAB FACTOR 

D Airwolf Sis the easiest to pay. 

■ The other two are more like space-fillers 

STAYING POWER 71% 

□ Lots to get into with all ihiee games. 

□ Airwolf U and 3DC are mappabie 
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WONDERBOY 

Artivitlcft, d?.W us, CI499 diik, joyiiKk or Ictys 

[ have been playing this game in the arcade 
near me for quite a while. Tm still no good at 
it, but there was something about it that kepi 
me playing - until, that is, I saw someone score 
over 250,000 on it. I don't know why, but I fell 
quite inadequate after that. Anyway, this ver- 
sion I looked forward to, though 1 did in no 
way expect it to live up to the arcade stand- 



The Vewiict 

GRAPHICS 58% 

■ Dull colours and slow movement. 
D Great loading screen 



SONICS 
Q Good music. 



51% 



GRAB FACTOR 65 

■ Slow movement takes a while to get used 

lo. 
D Interesting quest to complete. 

STAVING POWER 72% 

_l Seven territories of four lands of four 



D Life gets harder as you progress, 





You play Wonderboy. in his long and 
arduous mission to rescue his girlfriend Tina. 
Tina has been kidnapped by the evil king in 
a land far, far away. To get to him. you must 
traverse seven territories Each territory con- 
suets of four lands and each land consists of 
four areas. Confused? Me too! Anyway, you 



wul understand if you play the game. At the 
end of each territory you will come face to 
face with an ogre. Defeat him al all costs - 
mainly because you cannot get onto the next 
territory without doing so. 

On your way you can pick up fruits, by 
lumping into them. There are also eggs which 
contain a useful item: an axe, a skateboard - 
which you ride - or a guardian angel Be 
careful to jump over obstacles and to throw 
your ever-replenishing axe at the killer frogs, 
bees and snails If they hit you, you die, 

The first thing 1 have to say is thai in 
almost every true to life" aspect, this version 
is aimuar to the arcade One The music is the 
same - or rather, attempts to be the same. The 
graphics are dull in comparison not only to 
the arcade version but also to other games for 
Amie. However, this game is not too bad. Its 
slow animation is annoying, but 1 got used to 



SECOND OPINION 

This erne's got guile a lot going for it 
cure character, scrolling action, varied 
weapons and lots of adversaries. It does 
give fhe impression of being a Jess- than - 
perfect conversion, but 1 found ft 
addictive. The multiple starting points 
through the levels are useful, Idontthwk 
this will disappoint many people -a shin 

BW 



GREEN SCREEN VIEW 
and char 



it. t eiuoyed it, and I wish fl were mine to keep 
mainly cos it saves me 80p a go! CB 

FIRST DA Y TARGET SCORE 

23.000 



FIFTH QUADRANT 

Bubbl* Bui, {MS ass. L\1K Ask. joysBdt or keys 



Fifth Quadrant is based on an old and tired 
theme. It mixes Aliens with the standard Knight- 
lore qualities. In other words, you have a 
choice of four robots, each one in a different 
location. 



The Verdict 

GRAPHICS 62% 

□ Intricate robot designs. 

■ Drab colours- 

SONICS 48% 

■ A few zappy effects. 

GRAB FACTOR 57 

D Slog is less confined than the rest and 
thus lets you see some of the ship. 

■ Not easy to get into. 

STAYING POWER 65% 

□ Difficult mission to complete. 

D Tasks and multiple characters keep 
things interesting. 





rd have preferred it in the budget range. 



You start as Slog, the captain and pilot of 
the ship. Slog is annoyed that his old compu- 
braui is slower than the other robots. You can 
swap roles among Slog, Plot the ship's naviga- 



tor, Knut the engineer, and Bodd. (What a 
name! I often wish 1 had been christened 
Bodd.) Bodd is a bit of a coward and, to be 
blunt, pretty thick - the Lofty of the spaceship. 

Your mission is lo use each of the (our 
robots to nd the ship of the intruding Zimen. 
You do this by freeing each robot and logging 
it into the bridge computer. (What's Bridge 
got to do with it? This is no time for games!) 

The Zimen appear in most rooms and can 
be zapped by ihe robots if they're carrying a 
weapon. You can access various pieces Of 
instrumentation replenishing energy, for ex- 
ample, or activating a computer display. This 
is where youll need to decipher the alien 
language - not an easy task, 

Graphics are detailed but lifeless and 
uninspiring. Sound is reminiscent of the old 
Vespas. Don't expect to be stunned by any- 



SECOND OPINION 

I found this hormg al first just chaining 
around trying to find something 
interesting and trying to gel thoss 
wretched Zimen off my back. However, 
as you discover things like the waU 
C O ntolflJ and energy-replenishing points 
it gets better* You 11 certainly have to map 
if to get anywhere, and there will be 
plenty of tasks to keep you going. BW 

No problems here. 



BW 



thing, but you will find plenty to keep you 
interested. The biggest annoyance is the 
speed of the robots - a bit too hard to control 
at tunes CB 

FIRST DAY TARGET SCORE 

Free Slog. 



Tta* bd mill t mm** 
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SLAP FIGHT 

Imagine, {Ztf east, £H»5 dtvk, poytcitk or keys 

No sooner does one game appear in which 
you pick up objects to enhance the power of 
your ship than a whole shower of them do, It's 
basically a logical extension from adventure 
games, where you Can pick Up Objects thai 
expand your abilities,, which was then adopted 
in arcade adventures and now shoot-em-ups. 
I've Found it's got boring rather fast but at least 
it provides variety in what might otherwise be 
ordinary games. 

This is of the vertically-scrolling breed of 
shoot-em-ups and is another of those oh-so- 
populai coin-op conversions, The concept is 
Simple enough: just fly about the screen as it 
scrolls beneath you and wipe Out arty aliens 
foolish enough lo wander into yam sights. 

The background is colourful and varied, 
scrolling smoothly but slowly downwards. This 
slowness would be more annoying if you 
weren't usually busy concentrating on staying 
alive, ralher than hurrying forward. 

As you blast the aliens you'll notice some 
of them leave gold stars lying around when 
they're destroyed- Pick one of them up and ir 
cycles one step through a menu of additional 
powers. Choose to have one of these and it 
will return to the start of the menu. 

The eight facilities are: extra spXd. 
return to normal shooting, shoot sideways, 
increase size and firing rate of ship, bombs in 
from of the ship, laser beam, homing missiles 
and shield. Of these the most useful are the 
homing missiles, which last indefinitely and 
home in on their targets Once you've got these 
you can use them in conjunction with the shield 
and extra speed to create alien megadeath. 



SHADOW 
SKIMMER 

The Edge, tt.9! era, £14.95 dkk, pnyrick or Ireyi 

This game arrives with quite a reputation for 
its graphics on another computer- As ever, 
we're not going to judge a game by comparing 
it to other machines, but it has certainly 
retained much of the graphic quality. 

You're flying a skimmer on the outside of 
a larger starship. The defences have been 
activated and cant be switched, off. To survive 
you've got to make your way through three 
defensive zone* and find the entrance back 
into the starship. 

On each zone you have to locale and 
destroy an object thai will cause a barrier lo 
disappear, allowing you to pass on to the next 
Eone, The object ts the same w, aU three zones, 
so once you've Found the first one you'll know 
what to look for in the next two, 

Many of the locations have portals which 
produce various types of defensive craft 
These fly aimlessly about, loosing off a con- 
stant hall Of fiie which will will damage your 
shields. The shields also run out with the 
paaaage of tune - so you have a tune limit. 
You have three shields with which to complete 
the game 

The rest of the scenery doesn't do much 
except look pretty and get in your way. Ybui 
craft occasionally needs to flip upside-down 
to pass under an obstacle, a more vulnerable 
position because you can't shoot. You also 
have to take detours inside the ship i sing 
hatchways leading to internal corridors 
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It's a playable game with slick graphics 
and plenty of variety. The weapon-choosing 
is unoriginal And in the long run 1 think the 
game's just a Utile easy. Still a good game that 
wont disappoint action fans. BW 

FIRST-DAT TARGET SCORE 
20,000 



SECOND OPINION 
A tired subject pick up objects to 
increase firepower; blast away. It may not 
win points for originality, but is very 
playable and addictive. RpM 

GREEN SCREEN VIEW 
Looks good in green 



The Verdict 
GRAPHICS 77% 

. . Colourful varied backgrounds. 

□ Smooth, slow scrolling. 

SONICS 71% 

□ Good title nine and effects. 

GRAB FACTOR 78% 

_ Lots of blasting right from the starL 
D Nice variety of additional weapons. 

STAYING POWER 76% 

D Lots ol tough aliens and variety. 
■ Scrolling is a little too slow to keep the 
pace of action going. 




The graphics are very colourful but where 
the game falls down is on the action. The 
defences provide no son of challenge - just 
shoot wildly. The three objects aren't difficult 
to find you 11 crack the game quickly. It looks 
impressive to start with but it's a game you'll 
serve quickly and never come back to. BW 

FIRST-DAY TARGET SCORE 

Complete the game 



SECOND OPINION 

The graphics are very pretty and sound- 
effects up to scratch. Unfortunately there 
is little in the way of gameplay. Will hold 
your interest for a while, but tends to be 
sfow*mevin$ RpM 



GREEN SCREEN VIEW 



Fine 



The Verdict 

GRAPHICS 83% 

! 1 Detailed and colourful sprites and 
backgrounds 
Nice explosions. 

sonics 68% 

' 1 Good title music. 

GRAB FACTOR 72% 

D Interesting lo explore. 

Defences provide little challenge. 

STAYING POWER 52% 

The object to shoot isn't always easy lo 
find. 

■ The game isn't large or complicated 
enough. 




Don't be deceived by good looks 
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1 1338, Ashion Old Rtwd, Higher Op«nshaw, Manchester 
Mil ll<; Tel. 061-37^56^ 
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FORGET 
WIRE-FRAME 3D. 



IS SOLID! 



FIXED PRICE COMPUTER REPAIRS 

aji types of home computers: Amslrad. Sinclair, 
Commodore, BBC etc — prices from £7.00 (lof minor 
faults, e.g. keyboard type fautls) inc VAT and post and 
packaging and three month guarantee Also, we 
buy, sell, rem new or used home/miao computers. Also 
available, spares, software, cables, peripherals & 
maintenance contracts etc Tel (0702) 
618455/527864/613741 for immediate prices. 
Packaging materials supplied. 

SPECIAL OFFER — Spectrum* upgrade 
£31.00 inc. vat & P4P 



ANALYTIC ENGINEERING LIMITED, 

Analytic House t Unit i8a t Grainger Road 
Industrial Estate, Southend-oivSea, Essex. 



YES CHANCELLOR =i 



EVER THOUGHT YOU COULD RUN THINGS BETTER THAN 
THE GOVERNMENT? 7ES, CHANCELLOR!' IS A COMPLEX 
MODEL OF THE ECONOMY, AND OF THE EBB AND FLOW 
OF DEMOCRATIC P0UT1C5 - UNEMPLOYMENT, STfilKES 
OPINION POLLS, FiNANCKL CRISES, INFLATION, TAXES. 
THE SIMULATION FOLLOWS GENERAL ECONOMIC LAWS 
AND ALL THE OUTCOMES ARE LOGICALLY TIED TO YOUR 
DECISIONS. CAN YOU STAY IN POWER LONG ENOUGH 
TO WIN THREE ELECTIONS - AND A LIFE PE ERAGE : 



MJaI'I 




PC 1S1£, PCW mifiSit, CPC 664/6129 

£ 1 7.S0 INC DISC. MANUAL. VAT * PAP 



TOPOLOGlKfl tH 07312*4682 

PO BOX 3? a 

STILTON P'BOfiO PE7 3RL ■=■ 



How To Save Money 



Don't spend It. Hui — you've gut to live. Su you've got to 

Ipend money on food, clothes, fuel wd to on. 

So how do you »*ve? Y«u jk the tooU at your diipotal: your 

cum puter, your intelligence, your nkiU- 

You use the Home Finance Program — deiigncd u> help y>*i lave 

money. 

The HFP. It runt on Amiintd PCWt utd ihc CPC6128. 

It gives you in instant picture of your finance and caters for up to 15 

account*. The HFP ii fan, eaisy-to-ute, ind comes with a 

comprehenjtve manual, tend cheqtte/FO for C493 and your 

penunatiMtion ine«age lo: 

Datavise caa) 

20 Drxiirmaquoile Road, Castjeweilan, Co Down BT31 9NT 

or sat for ftalksr dttails 



ACTION TEST 




> 



Raffaele Cecco may not be a familiar name to 
you, bui tf I tell you be wrote Equinox from 
Mikro-Gen, you'll know he's building quite a 
reputation lor groat games. His laiest is re* 
leased by Hewson and should be an enormous 
success. 

The haHroerk of Equinox was a combina- 
tion of brilliant graphics and fascinating game- 
plsy. This is repeated here but w a completely 
different type of earns, ft' s an unedu&eraied 
bomb- bullet -and-blast em game across 139 
screens of action- It's split into five zones of 
25 screens each. You have to make youi way 
from left to right across the s cree ns , and once 
off the edge of one screen there's no going 
back- 

Th* character yon control has two weap- 
ons and two fighting modes (o d est r o y the 
deadly alien forces. The weapons are a missile 
launcher on your back and a blaster The 
missiles arc out in front of you 10 destroy larger 
obstacles In your path, and the blaster shoots 
straight in front of you to kill the smaller alien 
forces- 

The first alien you come across is a large 
piece of artillery thai fires off single shots at 
you. You have to duck underneath its bullets 
and loose off a missile thai wiU shatter the gun 
into a myriad of Dying pieces The explosions 
really are something else - chunks of alien 
equipment flying all over the screen. 

The gun is followed by a few mere large 
but harmless obstacles. Then the fun really 
starts. Aliens will start flying on from the right 
of the screen, in movement patterns that 
wobble up and down, circle around or accel- 
erate towards you. The blaster can sap them, 
but their constant height changes will often 
force you to leap up and down to get them. 
They will keep coming ai you until you near 
the right-hand, edge of the screen. 

The way the aliens stop when you get 
near the edge of the screen is a measure of 



the thought that's gone into the gameplay: it 
means you dont get surprise deaths from 
things appearing just as you're about to move 
off screen. 

A particularly malevolent alien is the 
birth-pod a large sphere full of wriggling 
objects When you missile it. it releases a 
horde of red spheres which have to be quickly 
tapped with the blaster before they disperse, 

Missile launchers are tricky because they 
launch shells straight at you, which have to be 
•hot by the blaster They coma on two levels, 
so you have to duck and stand up very rapidly 
as you advance on it, This is another instance 
where the shells stop coming as you get cl ose, 
in order to give you a fair chance. 

One of the nastiest dangers is the guided- 
missile module This sends a missile after you 
as soon as you appear on screen. You can 
sometimes avoid the missile, but the best 
solution is to destroy the guidance module 
with your own missile as fast as possible. 
There are many other dangers including land 
mines, combined guns and launchers, and 
hammers that appear from the floor. 

Thai little lot gives you plenty of trouble, 
not helped by your limited supplies of both 
bullets and missiles. The layout of the screen 
can also be awkward, forcing you to jump over 
things or choose between two possible levels 
to proceed forward You get between platform 
levels by means of telaporteis - which can 
also come in handy for getting you out of 
trouble. 

The news is not all bad, There are plenty 
of replenishment units tor the blaster and 
missiles to keep your blasting ability going. 
Each of the five sections also has a module 
where you can put on an EaroskeletorL This 
gives you a double blaster and makes you 
invulnerable to things like land mines and 
hammers However, if you use it you dont get 
a bravery bonus at the end of the section. 



Guru Idol 

BlrnVpod nekawi horde* of iwan™n( red jpherci 

I n© flBfO CtaftWQl ■fltll 




The graphics cant be praised highly 
enough. As well as the explosions there's good 
animation, marvellously designed objects and 
screens and excellent use of colour. The 
gameplay is compulsive and needs constant 
concentration to survive. You'll not only marvel 
about how this game looks but you'll be totally 
hooked by the action. BW 



FIRST-DAY TJWOET SCORE 

40.000 
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and 'm etun 




ACTION TEST 




SECOND OPINION 

Just eyeing she graphics tells you you re 
inform winner - superb. Loads of 
breathtaking scenery, the best 
explosions around, fancy sound-effects - 
end it's highly playable My land of game 
bUst anything end everything 

GREEN SCREEN VIEW 
Sho-eho-shoot it up. Cause >t s all visible 



ACTION TEST 




m bet lots of you remember the Starstnke 
games. Number one was one of the earliest 
Amstrad shoot -em-ups and number two feat- 
ured solid 3D ships. The team thai brought 
you those games and did the conversion of 
Starghder calls itself fteaitune, and this is the 
latest project. 



SECOND OPINION 
Eye-catching graphics and smooth, fast- 
movwg filled vector shapes make this 
game a real treat. Th& sound ss suspect, 
but a small poult vrhen compared to the 
overall gameplay RpM 

GREEN SCREEN VIEW 
Afo problems. 



It's another game set m space and feat- 
ures filled- m 3D graphics simitar to those in 
Starstnke tt takes place within a cube called 
the Rubicon, where you have to complete eight 
tasks to gel through the eight levels of ptay. 
The cube contains eight home planets, an 
invading planet, fuel ships, storms and an 
awful lot of hostile ships 

Your cockpit display provides information 
on your co-ordinates, weapon selected, fuel, 
speed and rear-view monitors The alien ships 
come in several varieties - all solid and all 
fast. They attack in convoys, each convoy 
attacking in waves of one. two or three at a 
time. 



The Verdict 

GRAPHICS 90% 

P Fast, filled. in 3D graphics. 
Pi Excellent docking sequences and 
explosions 

somes 47% 

■ Blasting effects and bttle else. 

GRAB FACTOR 87% 

Initially you'll enjoy the blasting. 

■ You might have trouble sussing out the 
Holocube, 

STAYING POWER 91% 

□ Tasks provide lots of challenge and 
_ variety. 

L . Aliens adopting your weapons brings in 
a strategic element. 



AA RATING 



D Wall thought out and extremely 
playable 



You are initially armed with a weak laser 
but can upgrade your weaponry later You'll 
need multiple hits with this to destroy Ships, 
which explode In a satisfying bail of light. The 
task on the Drat level is to wipe qui enough 
aliens, made much easier by a visit to a planet. 

You first have to locate planets by flying 
near them - the instructions tell you how to 
find the first two. You can then activate an 
autopilot that fly* you to the planet. You have 
to fly down a wortnhoke without damaging your 
shields against its sides, and dock with a 
mothership orbiting the planet Thu graphic 
sequence is delightful, particularly when the 
motherahip's tractor beam* pull you in stem 
first so thai you first view the sequence in the 



rear monitors, and then are enclosed at the 
front 

The planets refuel the ship, replenish the 
shields and allow you to take on board more 
powerful weaponry. Each weapon produces 
a different graphic effect when used, but you 
can only find out their relative strengths 
through trial and error. This is important 
because on the next level die aliens will have 
adopted the weapon you used previously and 
developed a defence against it. This means 
you have to upgrade in the right order or get 
killed very fast 

Once the planets and alien convoys are 
detected they appear on the Holocube. a 
three-dimensiqnal map of the Rubicon which 
can be Viewed, rotated, and zoomed into or 
out of, When you come out of the Holocube 
you'll be facing in the direction that you were 
facing inside the cube. 

The various pieces of msmirnentaoon 
come in handy for keeping you alive. There's 
the enemy-locate option that automatically 
swings you to face an incoming ship, very 
useful because they're quite difficult to track 
otherwise. The fuel and shield indicators show 



you when you should run for safety or try to 
find a fuel ship. These provide another good 
docking sequence as you refuel through the 
nose of the ship. 

The combat is enjoyable and testing, but 
the crucial aspect is the missions you're set 
On the second level you have to find an 
election storm and report its location to one 
of the planets, as well as bumping oft a good 
few aliens. The game now becomes a real 
battle not just to shoot ships but to complete 
tasks and get through the levels, not forgetting 
the strategic side of choosing weapons. A very 
slick and enjoyable package, stuffed full or 
great graphics and gameplay BW 

FIRST-DAY TARGET SCORE 

Complete level l 




Mwiwndtp m ufht prepare to doth 



A phJlirtx of alien thipi bhtti towsrch you 
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F-15 STRIKE EAGLE 



MiCrnprMc. It.ti CHt, {1**5 dii.lt, jiij/jKEb flf U*J\ 



You may be forgiven for thinking "Oh, no, not 
another flight simulation," but Microprcse has 
come out with another classic. To my mind 
this one incorporates the skin and agility 
needed to fly. with the excitement of air battle 

What sett this aside from the others is the 
four skill levels: arcade, rookie, pilot and ace. 
Arcade doesn't give a true flight simulation 
but lets you get used to the aircraft's systems. 
The other three levels allow true (light simula- 
tion with the line of the horizon changing as 
you bank the aircraft 

Your plane's cockpit is very sophisticated, 
with alt the latest technology crammed into it 
- there's even an ejector seat. You have a radar 
with three different range options. There is a 
display ol weapons status showing how many 
of the on-board weapons you've used. It also 
shows when auxiliary fuel tanks have been 
used. This is very useful, as you might want 
to drop them to make your remaining fuel last 
longer. You also have a Horizontal Situation 



The Verdict 

GRAPHICS 6B"c 

' I Fast drawing of the vector shapes. 
■ Boring shapes for missiles and targets. 

SONICS 48% 

I Good for a flight simulation, 

GRAB FACTOR 82% 

Arcade level lets you get into the game. 

□ Excellent Lnstrucnotis and presentation. 



STAYING POWER 

3 Four skill levels. 

D Each mission gets harder. 



AA RATING 



~l Love the game,, 
hate the nationalism 



87% 



Display showing a map of the area over which 
your mission will be Down. 

Your purpose is to Dy eight missions, 
described fully in the manual, You can take 
any of the first seven missions but must 
complete the seventh mission to be able to try 
the eighth. The first mission te set in Libya in 
1981 You must patrol the area and engage 
with any hostile aircraft only after they have 
shown some sign of attack. It doesn't really 



SECOND OPINION 
Moans first' 1 donl mmd re-enactment 
missions, but when They're all in the 
Middle East or Asia where good old 
Uncle Sam's boys get to shoot up those 
"pinko commie punks", it gets right up 
my nose Why not wairmg over 
Washington, bombing Beverly Hills or 
nuking New York? 

Apart horn that it's great. Skill levels 
to smt everyone, plenty of difficulty and 
lots of variety. My advice: buy the game 
and ignore the jingoism if you can B W 

GREEN SCREEN VIEW 
Clear and green as Mr Spock s blood - no 
problems 



matter whether they engage you first or not - 
you Won't be penalized lor it. 

The jobs is to fly over the enemy air- 
command centre and blow it up. You do this 
by aiming your bomb. This will produce a 
small web in the middle of the screen. When 
the triangle, which represents the target, is in 
the sights, press Fire. Then you must fly back 
to base. 

steadily getting harder. The third is Haiphong 
1972> then Syria IBM, Hanoi 1973, Iraq 1961 
and the Persian Gulf 1964, 1 didn't pass this on 
the "arcade'' level. 




The politics leave a lot to be desired. I 
am sore that Microprose released it in this 
country (a conversion of the American origi- 




There is no landing or taking off in this 
flight simulation It's just midair flight and the 
massacre of as many enemy bases and planes 
as possible, Your fuel is limited and will 
deplete at a rate comparable to your speed 
You have ten speeds and an "afterburner" 
option. This will increase your thrust to 100%. 
If you need rapid deceleration you can use 
speed brakes, 

Enemy planes will deploy air-to-air mis- 
siles, which you must avoid or confuse. This 
also applies to surface-to-air missiles. You 
have an on-board ECM jajnming system which 
Will confuse incoming radar -homing missiles. 
You can release a flare to divert heat-seeking 
missiles You can engage enemy aircraft with 
medium-range missiles, short-range missiles 
or cannon gunfire 

The second mission is to fly into Egypt 
{1973) and destroy the command centre. The 
rest of the missions take the same format, 



rial) only after the present UK government 
allowed British bases to be used in the recent 
American raid over Libya. - Oh, didnl I tell 
you? Thars the eighth mission You must 
re-enact the part played by the F-15 in that 
conflict 

t personally found this game extremely 
exciting At first I thought n just plane sailing, 
but when "Incoming SAM* messages and the 
like started to appear on the screen, my blood 
started to race- When I got hit, the plane 
became extremely difficult to control and I 
battled with tt all the way back to the base - 
but ran out of fuel just before reaching iL I 
ejected and was saved by my comrades. 

The ground underneath you is a gnd 
scrolling left to nght and up and down. Ail 
targets appear m vector graphics- As 1 say, I 
liked it. You might think me a fhght-simulation 
fan. You're right, CB 

FIRST DAT TARGET SCORE 

Reach the eighth mission on the "arcade" swat 



to MI 
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ZYNAPS 

Htwun, it 9i taiv. (JOS dnk. icywcii or kffi 






K9 
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Kb W 
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THE LIVING DAYLIGHTS 

Oonurfc. » 95 dn, pyttKk or keyi 






The felt Bond gair.e two years *go. View to a 
Kill, wu hardly an auspicious affair. All the 
more reason its Domark re gat its second one 
right . and it tools as awfui lot better. 1 haver i 
mo the film so I dotil know how closely the 
game relate? to tt But that's a {rood thing: pudge 
the game on tu own m*ms. nor the films 



The game is split into eight sections, each 
representing a location from the film. Von have 
id fight your way Along (he right. lo-Lnfr ticroU- 
mg levels, facing different dangers on each. 
You can jump and do forward roils as you 
stand or run. Moving (he joystick left brings a 
cursor onto the screen - it acts as a sight for 
your gun or any other weapon you're carrying. 

The first location is Gibraltar You're 
supposedly enjoying ■ harmless test of skill 
against the SAS. However there's an enemy 
out to tail you, SAS men pop up in the back- 
ground scenery and shoot at you, you have to 
jump over rocks in the foreground that will 
otherwise trip you up. At the end or the level 
is the enemy you have to shoot, and then you 
can progress to the next level. 

A strength gauge goes down as bullets 
hit you or you bump into or fall over things 
When it reaches sero you lose one of your five 
lives and have to start the current level again. 
Strength can run out very quickly, so you 
always need to lake lots of evasive action to 
stay alive, 
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ACTION TEST 




Here we have a space-based shoot-em-up 
looking similar to Nemesis, but one thai 1 feel 
will give enjoyment for many hours. You play 
the hero (there's a novelty!), who has escaped 
from an alien space station You have stolen 
a Scorpion fighter whack you must fly through 
all of the defences thrown at you by the 
surrounding aliens. Exciting, ain't it. 

I 

certainly the best of tfic? latest 
jtch ci 'henaontzl-scioikng snoot-em* 
upa There's plenty of variety in the i 
affac> m«"A and f/ie ia/p* me 
are impr&sss ivs. I think most people i 
flncf ff roup* going -1 did bur as you ieam 
the wapBpffffemf jreu can got farther Not 
quae qp to Hewson'x isua/ standards in 
terms of ongxidlsry, but the strap: 
sound iftd gjunepkty are as protaesional 
asevar. BW 




GREEN SCREEN VIEW 
£fcwsj7T Jw&i the ooilisjo/T-oefettttn 



1 



Imagine your pulse rate rising as yon set 
off in your Scorpion fighter. Aliens blocking 
your path. Your only way Out is to shoot like 
crazy. When you shoot some of the aliens they 
drop little capsules which you can pick up. 
The capsules can be used as weapon en- 
hancements or just collected for points and to 
step through the weapon options available 
The Erst option increases your speed, the 
second increases your firepower, the third 
activates your bomb thrower, while the fourth 
and fifth enable missile targeting and seeker 



missiles. 

The method is similar to Nemesis. Every 
time you pick up a capsule your "weaponry 
activation indicator" displays the next weapon 
option icon: speedup, firepower, bombs, mis- 
siles or seeker. To activate this mode you must 
keep your linger on the Fire button until your 
ship starts to flash Keep your finger there and 
collect another capsule, which enables the 
selected mode. 

The most common enemies are the small 
craft, which can be destroyed with one shot 
by a laser, bomb or seeker missile. Homing 
missiles cannot lock on to such small targets. 
Along the way you wul encounter ground 
installations, which are difficult to destroy both 



The Verdict 
GRAPHICS 77% 

( J Smooth-scrolling scenery. 
□ Good use of colour, 

SONICS 71% 

Brilliant tide music 

GRAB FACTOR 85% 

Fast «i:id easy shooang 
■ Collision detection is rather annoying. 

STAYING POWER 82% 

O Varying weapon choice adds to the fun. 

Plenty of tough levels to get through 




in respect of firepower and accessibility. 

Alien command ships are bigger than the 
other spacecraft but to my mind can be 
destroyed a lot more easily than the instruc- 
tions state. Al the end of level one you wiU 
encounter a very aptly named mothership 1 
found it almost impossible to destroy. But if 
you hang around long enough without getting 
destroyed yourself, you will gain entry to the 
next level 

On the nejrl level you wul be confronted 
by one of the many "natural hazards" which 
will hinder your attempt to reach safety. These 
hazards are asteroids, shaped very much like 
the cabbages in Moon Cresta. They move 
about quite well for asteroids and cannot be 
shot. It really starts to get difficult when the 
alien craft appear as well. 

The collision detection is poor, and very 
annoying at tunes, After a few goes you'll 
realise where the danger points are and how 
to steer through them. It took me quite a while 
to beat the mothership - the key is in the 
weapon you're carrying. Every time you get 
shot or crash into the scenery, you will start 
off at the beginning of the level without your 
weapons. On later levels there are inter- 
mediate starting spots to make things less 
frusrxatmg. 

Graphics are better than games like 
Nemesis - much cleaner and more colourful. 
Anyway, a very good game worth getting just 
to listen to the music, It has that funky sort of 
spaced-out feeling to it with an unexpected 
chord here and there. CB 

FIRST-DAY TARGET SCORE 

16,000 




At the end of the level a screen ispie—u- 
tug Os laboratory appears. Here you can 
choose One of four weapons or objects to cany 
in addition to your ever-present Waliher PPK. 
You have only a short time to decide, and only 
one of the objects will be of real use oft the 
nut level 



SECOND OPINION 

Control can bv frustrating, Kpoihng the 
ctharwws tevoly ird/natiOT of Bond Bat 
the whole game hat been wail designed 
and is a pleasure to play. Plenty of action 
and mosses o/variaocn RpM 

GREEN SCREEN VTJEW 



The objects vary from night-glasses and 
a hardhat on the defensive stde to bmooka. 
missile- firing pen and ghetto- blaster (rockets 
rather than rock) on the offensive side, Some 
weapons can be used only once; Others Will 
be in continuous use once activated. 

On the second level you're joined by 
Koskov. a RGB defector, who wul follow you 
through the remaining levels. On the third you 
have to jump over and duck under pipes while 
men on gantries throw things ai you. Next 
comes a very tncky level where a milkman 
throws deadly bottles of gold -top at you at the 



same tune as a helicopter bombs you After 
that it gets even tougher with a fairground 
crook floating lethal balloons at you 

The scrolling backgrounds are nicely 
done, and so is the animation of Bond and 
some of the other characters The action is a 
bit stop-go at times, but there's always some- 
thing to do - either running and avoiding or 
shooting. There are some good elements of 
the Bond music on the tide screen and be- 
tween the levels. 

I enjoyed this latest Bend game. Ifs got 
plenty of action and difficulty My main criti- 
cisrn is that with most of the characters who 
pop up out of the scenery it's impossible to 



y^Mte, 



**€m 



D OQ?*- 






avoid their bullets, and therefore the element 
of skill is diminished, Daylights is not a classic 
by any means but should provide plenty of 
entertainment BW 

FIRST-DAT TARGET SCORE 

10,000 



The Verdict 
GRAPHICS 70*-. 

D Colourful scrolling backgrounds. 
□ Good animation of Bond 

SONICS 64% 

D Some good bits from the theme tune 
GRAB FACTOR 71% 

! I Good mix of jumping, rolling and 

shooting 
I J Different challenge and weapons in the 

eight levels. 

STAYING POWER 65% 

! i The levels get tough 
■ The action is a bit stop-go and can all be 
over very quickly 
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MUTANTS 

Omm, £*.*! on, tU.K tide, 'f/fitkk or Iceft 

The ship in this game is called the "Rainbow 
Wamor". Could this be coincidence 7 Or an 
the programmers members of Greenpeace ot 
the French secret service? The game has 
nothing to do with ships being blown up in 
New Zealand, so let's presume it's the prodtsjf 
of a warped mind. 

The whole thing does in fact take piece 
in space, where you have to collect a com- 
patient from each of 15 zones and assemble 
• self-destruct mechanism in the 16th Stone In 
each of the 15 zones there is a different breed 
of alien mutation thai has to be overcome in 
order to get the component. 

You can choose to take one of three 
weapons into a zone: missiles, barriers or 




photon torpedoes. aa«dl^« are hied one at a 
time but have in effect over a large area. 

SECOND OPINION 

/ have to disagree with Bob: he has been 
too harsh on the graphics. In general they 
are pleasing and there's plenty of variety, 
An enjoyable game to tort wtrh. bat the 
action becomes too repetitive RpM 

CREEN SCREEN VIEW 
AS the monsters tram miles around are 
visiblu. 
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Barriers have no effect on you but the mutants 
can 1 ! pass through them. Photon torpedoes ate 
rapid-fire and just like any other bullet. 

The mutants come in venous guises: 
sphere* that create a deadly web. clouds of 
part:cles, boxes thai release swarming 
spheres and several other nasty problems, 
Som- can be dealt with only by a specific 
Weapon, while others can be got past with a 



The Verdict 
GRAPHICS 56% 

Some mm ants are interestingly 
presented. 
■ Most things are dull and simple in design 



SONICS 

■ A few irritating effects. 



24% 



59% 



GRAB FACTOR 

1 15 zones are intriguing at fust. 

■ Mutants don 1 always seem to bohave as 
originally intended 

STAYING POWER 52% 

n Tricky getting all the components, 

■ Some zones are too similar and too easy. 



44 RATING 



A disappointing game with a good idea. 



prayer and Qying by the aeat of your pants. 

It's a very intriguing game that is initially 
fascinating to discover. However, some of the 
zones just aren't up io scratch and show strong 
signs of having lost something in translation. 
The graphics are also disappointing, rnosdy 
drab and simple in design. A truly average 
game. BW 

FIRST-DAY TARGET SCORE 

Clear six zones 




QUARTET 

ActiYtMOT. DM cat, (lit) dirt, joyitkk or ktyi 

The derivation of this game is obvious - it was 
a four-player arcade game trying to follow up 
on the success of Gauntlet. Like the US Gold 
smash on home micros, it allows action by mo 
players only, rather than four. The gameplay 
is much different from Gauntlet but win it be 
anything lite as big a hit? 

The game is made up of 15 levels. They 
cycle around, getting harder. The aim an each 
level is to destroy a large mechanical monster 
to get a key, and then use the key to get 
through the exit to the next level You can 
control one of four characters, all with very 




springy jumping powers, a weapon and the 
ability to crawl under things. 

The levels are made up of platforms, 
obstacles and conveyor belts which you have 
to get through to find the monster. On the way 
there are lots of portals that spew out other 
alien creatures to attack you. The monster 
takes many shots to destroy, leaving behind 
the exit key, 

The aliens come in many forms: a flying 
fist spiky balk, robots and other bipeds. They 
can stun you on contact, causing a loss of 



The Verdict 
GRAPHICS 37% 

Li Detail on most characters. 

■ Appallingly bad use of colour. 

sonjcs 22% 

■ A few simple effects. 

GRAB FACTOR 42% 

G Some interest in exploring first IS levels. 

■ Action is repetitive and won't get you 
going. 

STAYING POWER 35% 

■ Levels Jack variety. 

■ Even rwo-player games lack excitement. 




I A disappointing arcade conversion 



energy, Your energy reserves are substantial 
and lake a long while to use up 

There are objects to pick up along the 
way, including a shield and a jetpack with 
which you can float instead of walk and jump. 
Others provide extra jumping power, change 
your weapon, stop the aliens, or destroy them 
alL 




SECOND OPINION 
It is hard to believe that a game can come 
out looking worse when converted from a 
Spectrum. Activtsmn has managed a. A 
real pity, as there is a good idea behind 
Quartet. Unfortunately it is lost 
somewhere in the colour dash, ttnny 
sound and homfoc Use ef colour RpM 



CREEN SCREEN VIEW 

SuipratngJy clear. 






Sounds okay so far. but the problem is 
that the graphics are appalling and the game- 
play monotonous. The characters are detailed, 
but the use of colour is terrible - portals 
disappearing in the drab backgrounds. Games 
last for ages and you get stunned (die) so many 
times there's nothing to get your adrenalin 
going Disappointing is about the best to be 
said for it. BW 

FIRST-DAY TARGET SCORE 

See all IS levels. 
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ACTION TEST 



SAMURAI TRILOGY 

Otmtin, f l.» uu. I I4W dt*. joyttki or kep 



The hack md thrust of combx action 



Yawn, yawn, Another combat game Surely 
this type of game has had as day Samurai 
Trilogy does in some way attempt id give 
something new to combat gaming. But ah, well. 

Apparently deep in the oriental province 
Of (he Nang River there lives a breed of 
fighting warriors highly skilled in the arts of 
karate, samurai, and kendo. You play the pan 
of a trainee under the Supreme Master Chu 
Yu it gets cornier Chu Yu will impart his 
wisdom to you as you battle to become a 
samurai warlord- 

You can choose one of the three disci 
plir.es. In karate your possible actions are 
Dying kick, spin kick. rum. punch, backward 
and forward shuffles, high lock, jumping kick 
and a swapping chop In kendo: jumping cut. 
exchange cut, lunge, overhead cut, and the 
usual forward and backward movements. In 
samurai: overhead cut, Side cut. point thrust, 
overhead parry and lock, and the usual move- 
ments. 

Before facing each opponent, you must 
decide which of the five defence and offence 
Options you should put more bias or, You do 
this by allocating points - you have five - to 
each option. It's complicated, but you'll under- 
stand when you play the game. 



ELECTION 

VVfkn, H.tS an, tcrrnkk w keyi 

Virgin missed the election by a mile when this 
game finally hit the streets, but if I know them 
they'll just re-release if the next time an 
election comes around As a game it still holds 
together anyway, and you don't need all the 
hype surrounding the real thing to appreciate 
it. 

You can take the role of one 
of the five party Leaders Matcher, 
Nuinock, Owing, Pig- iron or Daniel] 
Pauls (the leader of the Idealist 
parry composed of celebrities!). 
The task of each is to get 101 votes 
by a mixture of dodgy dealings. 

SECOND OPINION 

Nut my type of garni?, but it will appeal to 
those- who enjoy a spot of electioncanng 



SECOND OPINION 
Barbarian wu fast, well animated and 
funny This inn r It's gor throe types of 
Bffhtiitg, which mil provide Ytnety. but 
there's not d kn else going for it, The 
combat game doesn't here anywhere 
else to go except downhill Tm Afraid 1 
think someone should decapitate them 
quick. BW 



GREEN SCREEN VIEW 

No viewing difficulties 




Tin very sorry, but I don't like this game. 
The movement of the characters ts sluggish 
and badly animated- The different moves are 
very limited and lack potency. The graphics 
are made up of boring colours, though more 
than one colour is used in drawing the charac- 
ters. Sound is uggh! Certainly not one for my 
collection. 1 will be glad to give it back to Bob. 

CB 

FIRST DAY TARGET SCORE 

Beat someone! 



The Verdict 
GRAPHICS 46% 

■ Drab colours used for everything 

■ Poor animencn- 



SONICS 
■ Say what? 



39% 



GRAB FACTOR 49% 

I A combat buff might like a initially 

■ Tape loading is a long yawn. 

STAYING POWER 47% 

Q Three different disciplines to get mto- 

■ Same old combat stuff. 



a. 



GREEN SCREEN VIEW 

graphics. All nabie. 



There are 40 character a in the game and 
many other votes that can be gained at named 
locations. Some characters start off with party 
allegiances and can help you in your task to 
wm others over. The main method of getting 
votes is dropping manifestos in named loca- 
tions, each location gaining you ten votes. 

As you race around the 10ft locations you 
can access a menu of options. You can take, 
drop. give. ask. order, pause, canvass or slur 
Take, drop and give refer to objects; ask. 
order, canvass and slur refer to people. 

Objects in the game can be given to 
people as incentives or to increase your 
shirring power. Some objects enhance your 
credibility rating (resistance to slurring) or the 
financial incentives (bribes) you can give 




You can ask characters! 
what they think of you or try 
ordering them to help you If 
they aren't co-operative you 
can try to canvass them to win 
them over to your side, or 
resort to slurring them to 
reduce their credibility to zero 
and putting them out of 
action for a while 

The game is entertaining with funny 
touches and an interesting task. I found it 
difficult to get anywhere because Ms extreme- 
ly difficult to build support, not helped by 
occasional crashes, t dunk the path lo victory 
needed to be better thought out but otherwise 
it's an enjoyable game BW 

FTRST -DAY TARGET SCORE 
Get over SO votes 



The Verdict 

GRAPHICS 59% 

□ Good caricatures of the politicians. 
Hi Most locations are plain and 
uninteresting. 

SONICS 47% 

■ Similar to Geoffrey Howe's speeches. 

GRAB FACTOR 68% 

■' ) Interesting exploring and trying to win 
votes 

■ Crashed several times. 

STATING POWER 67% 

Difficult (o get elected 
•J Several different electioneering tactics 
possible 
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MOUNTIE 
MICK'S 
DEATH RIDE 

Hciktor, £4.M as, joystick or keys 

A race along a train, similar to Express Raider. 
As the train scrolls across the screen you have 
to make your way along U, shooting the bad 
guys. Watch out for tunnels and. leaking gas 
tanks. 



<fr 




The Verdict 

GRAPHICS 52% 

D Fairly good scrolling of the train. 

■ Characters and carriages are chunky. 

SONICS 61% 

D Some nice music tootles along. 

GRAB FACTOR 55% 

D Tricky «sk getting along the train. 

■ Control » awkward to get used to, 

STAYING POWER 60% 

LI Tunnels, gas leaks and many trains to 
deal with, 

■ Some obstacles are frustraurugly difficult 
to get past. 




DEATHSCAPE 

StarifK (IW on, tU-« ftk, joy*** or tayt 

Back to the good old days of trench flying 
Hordeit of aliens whiz straight at you to be 
blurted away. Not very subtle, but there's no 
shortage of action. You've probably seen 



The Verdict 

GRAPHICS 64% 

■ . Some nice ship sprites. 

■ Utile else on screen. 

SONICS 65% 

D Good music, 

GRAB FACTOR 55% 

D Certainly no shortage of things to shoot. 

■ Not much difference between the attack 
pattern*. 

STAYING POWER 48% 

■ Wave after wave of the same sort of stuff 



AA RATING 



Definitely overpriced for what il is 




T F: h I H 



- . 



BALLOON 
CHALLENGE 

Vkftft, OK oh, (IMS dak, joyibek or kcyi 



^p%fc 




4» 



Re-live the hot-air balloon crossing of the 
Atlantic with some silly bits thrown in. Com- 
pete against another balloon; control eagles 
to protect your balloon against the weather 
and maii'Tnade dangers. 



The Verdict 

GRAPHICS 54% 

[ 1 Doesn't the balloon sink realistically? 

■ Mostly simple and uninspiring little char- 
acters 

SONICS 44% 

I A few unstimulating effects. 

GRAB FACTOR 52% 

Always something to shoot at or do. 

■ Tasks tend to be simple and unexciting 



STAYING POWER 

Q Difficult to get across the pond. 
' Two-player game adds interest. 



56% 




Lacks variety, making it repetitive 




GREYFELL 

SiarKjfci, «,« am, C 14 m A*, pptxk «r heyi 

The slowest isometric-3D game IVe ever seen 
If the single- colour graphics didn't put you off, 
the terribly stow gameplay will, Even hard- 
ened 3D arcade adventurers Will find it difficult 
to stick with this one 



The Verdict 




GRAPHICS 


25% 


■ Single colour graphics 




■ Movement is soooooo sksooooooowt 


SONICS 


34% 


■ Hot Very impressive effects 




GRAB FACTOR 


24% 


■ Takes ages to get anywhere m 


ihe game 


- both in terms of movement and pis- 


stfla, 




STAYING POWER 


32% 


1 1 tf you can persevere, the puzzles may 


provide you with interest 




■ But the frustrating gameplay if 


likely to 


prove loo much 




AA RATING 


28% 


■ Nowhere near the- standard 


of other 1 


isometnc-3D games 
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SCREENVISION 

TURNS YOUR MONITOR 
INTO A COLOUR TV! 



o 




SCREENS MICROCOMPUTERS & ELECTRONICS LTD 
— MAIN AVENUE. MOW PtflK. HORTHW00Q 

wocttSEx imam 

TELEPHGKt 09274 3H664 TEIEX 929234 SCWEE1I G 



K & M COMPUTERS 

DISCOUNT SOFTWARE 

NEW LOWER PRICES FROM 1st AUGUST 



* AUVI-.N1IJ-RE • CASS DISC 

H a i ii i — *mmi [ii»lrfis»l 
Thf Fiwn « > tl CW, Hin 

tvtIi mi m *«■> il.tt 11 : »t 

H*.hfni.^iiuHH . i.-i •* 

TTv»HM**__ (ft* 

P..X..IITWM <i*n II] ft 

Uk-bHm ... (II.H 41* ft 

tanfcrfDartm _ III.* Ill« 
W | H ^ I «f AiUm n tWjj mow 
- mn 



*CO*mtATKH«S> 
**n "-» , u.fi tpitl 

HAtViiLH.. - |llH 
i.Hn* vm Hi . . jii rs 

MmPid $1* CT.ft [M.H 

MlvVoHl (T.H III.H 

Coir* Hlb ID Vol. Ml . It ft - 
IvWtMillwl nn (M.H 

v*u mw « i ii . iT.tt tM.n 

iff (T.ft [M.H 
CT.tt [lift 

h* wtA tt.n ii i h 

■vMmiooi^o tt.n mm 

ttrmHwa* tl.tf - 

Ci»k CH™™- fl.H tl I ft 

Bwynii a tt <i«n 

* ST RA T f Cr /SIMULA T ICHH i 



• ausuru • 






Pntfi4*(vi 
lamritTrtttfT 

*ACCfUOfliFS< 



HIM (LSM 
(|| H 115 11 
(iff 

(T» U I tl 
(t.ft II I «l 
(In (II Tt 

t*n in « 

(4 1* (I* H 

(Iff (II.H 

(*T1 (M.H 

1**1 (M fi 

CTtl (M.H 

„.-,..„ (Mf (II I I 

(*** (M.H 

™.™._ (**» (M,H 

,-.., {Tff CM H 

__. am (ii n 

OH (M H 

(I.H (M.H 

(T.H III H 

k« (tt* (M.H 



CMC 
«MI 
IHM 

(if.ii 
ran 
(Kit 

hi fi 

iH ft 

mn 
(■* n 
tti « 

Ti»»ii»*illWCW (B.ti 



• PCW SOfTWAJtt* 

l"»t 




ImuthmMt 

tfca F in 



llOrTWAftt* 




OftarM 

•MX M*v« A An f»M,. 
CvwSmPCW 



iiif* 



.« W i ftt 

HI 41 114*1 

- Ill'l HIM 

»J (II.H (liff 

* AM price* indud* p*>*' *n*J packing * In ttoch nrm» km by r*turt> * 
• Ml b*jdfe< Cithn stocked £5.50 for 1 ((I.**) * 

* We afto have an rxlcnwvr rinjc of C.PC Software lor hire - 

Fne* Hemi>*rmhip - Send /pr drtjiU # 

* Cl*h with order or tend for full lists * EEC A Europe at no extra charf* * 

4 Other BwntM kW £2 to Order * Britnh postal order*, or Her tin) chetfue* * 

* J-ihri pfMrt* fliM JftXJ * A-ff ff« w fWrJlrl c m da/ of reb ate * 
** NEW ** DUGmSINC SERVICE * * PHONE fOP DF TAILS ** MEW ** 



K & M COMPUTERS, 40 FAIRSTEAD, BIRCH 
GREEN, SKELMERSDALE, LANCS. WN8 6RO 



FORGET 
WIRE-FRAME 3D. 



IS SOLID! 



Supa Soft Discount Software 




TOr TWEWTY AM^TRAD TITLIi AT OIV 






(1 AM5QFT CF-J IOX Of IS (U.tf) 














CAU 


Ml 


TMI* 


M4T 


TTTU 


»■ * • 


•ma 


FUKTI 


HKJN 1 « 


*»OWTM 








19 


)l» 


h™ at«cf i 


1 1 


(DM 


(MH 


§ 


lit 


K^*i^J 'C plni Op 


1 1 


* tn 


(l*.H 


| 


Hit* 


1 1 


( (H 


(MJt 


N 


*•*• fur 1 


1 1 


( 7H 


II* M 


l») 


■-h 


im^t Iiwm 


1 1 


( t» 


(M.H 


1 


l-» 


*t* 




( IK 


II* H 


M 


fiiWrtf 1 


1 1 


( lit 


III H 


■ 


M 


1'.i»«l F|i Mil 


t 1 


CII.H 


(MH 


m 


R 


H^rni .'ii 


1 l 


1 J 41 


(M.H 


\m 


u 


««»» »4"V« 


1 1 


t *H 


(»*H 


.Hi 


H 


Acp* |« 




1 rit 


(1IH 


mi 


hi 


t*w A HBp 1 




lift 


(l*ft 


mi 


H 


Hwiiwrf Cp^ffHAv" 




ii in 


Ilt*t 


M 


114, 


fHlUpi* 


{ f 


MA 


(Iff! 


Mi 


H 


M-— WW 


/ t 


i if) 


tltfl 


0*) 


Lltl 


*■,.!„. 




M * 


IllH 


l"l 


H 


»**r * " ' i i Q '•■») 


J 1 


4 1ft 


HA 


I'd 


ini 


HiMiipulff 




( 1H 


• If. 


i'*i 


i-l 


tc«lAW« 


1 1 


j i a 


in H 


IN) 


l-l 


Asf Wipj^ H#arf 




i th- 


in n 


WT*« 41 to ita STOCK fO* tUftfCII flJAW MMC, rOiHT*Ht(NHCtt 


ftw # r«»«, 


Jm OmKiMinrttiii««iMt„ i„ 


ai. Hut _> 






i— 'f C»» t »»tthiI ft*tt iVmrl-ii «>hr »hi»l Hi.k » 


| .-.V ! . 




DrSCOUNT 


tv, Em* ■ 


CMII AfF 




TFiff+«j«<( j»ar»j nan wit* 


DA** 0*1(1 C1MH 





Arkham Manor comp winners 



Congratulations to [hose who 
worked out that if was Norman St 
John Guham MP who committed 
the murder in our "Detect a prize" 
competition {AA 22). Many of you 
thought it was Di Ebenezer Mon- 
teiro or lord Nagel of Maple. But 
it wasn't Dr Ebenezer because a 
burglar wouldn't have left £30 
notes lying around. And Lord 
Nagel was m teetotaller, whereas 
there were two glasses of whisky. 
The winner of the first prize, 
a pocket camera, is Kyle Cham- 
ber* of Ascot. The 30 runners-up, 
who get a copy of the game, are: 



RC Meaeen^er of AbenwUty, HJ Tterney Of 

Pteaton, tun haeljiinon gf Q**JP*. Bnan 
telly of Malihide. £ Kooney of Liverpool, 
Mohamnwd Ajniad of E da t faittf B, DtHMi 
Gooding of lilmjtan, Paul Jane* of Warley, 
*n*i Leaf o( Lenettr, GFW Strath of PwtOe, 
Ian McCufloch of Sunderland, EJuyi Wud of 
Wamngtor,. Seven Webb of Br«itwi«xJL $W- 
ph&n TuvikfMj of London Elfc, ljiMti Hogan of 
Nsnagti. Simon Andrew* of Goapoi*. O Cup- 
runqtvm of Lcvinoyton. H Jectwm of Qocee, 
Stephen Muwi of Choppmo'ioh, E MacaikiJ] 
of AEtoe, Simon Gtbbs of Sheffield, Graharr 
Koto gf Yoedmg. Pete: Nuttall of LnwfpooL 
Qn loyla of bexi^r aepneri lmpey of 
JuipuvjioT,, Wayne Nelson of Bristol, Debbie 
B*inhndoB of Baiuoed. Paid Lynch of Chiblui. 
laren Brett of rnlfc— one. Wallace H k aaei of 
Mm 



Disk prize 

Many; readers are obviously eager 
to get hands on hardware goodies: 
the response to the "Silicon Slices" 
compeutjon in AA 2Z was pheno- 
menal. Entries are soil dribbling 
in. Few answered the questions 
incorrectly. Just to put your mind 
a! rest here are the correct ans- 
wers: 

1 The Megadnve can store 706k 
of data. 

t Your Amstrad car. have a total 
of Two drives. 

3 Amram contains sideways rain. 

4 RAM stands for ramdom-access 
memory, 



All entries were shuffled 
around in a large trough, and 
finally the highly trained Future 
Publishing llama drew out four: 

■ Vmeenzo Vlbjo of Torino, Italy, 
was the first name oul of the bag. 
He gets the Megadnve - he asked 
for SVi-inch, (Who says uimwu 
readers have no fair chance in AA 
com pa?) 

■ RG Allan, serving with the Ar- 
my m Germany, receives an Am- 
dnve. which will ait neatly on top 
of his Amstrads built-in drive. 

■ Jason Hamlin of Parslnw, Bucks, 
wins the Amram D r containing 32k 
of ram and sockets for four roms. 

■ And HP Preemaa of Rodingtoa 
near Shrewsbury, wins the anginal 
Amram with 16k of ram. 



AA small ads 



For sale 



Mtt trmtm. oohnu and 
RS233, Hack* of aeftwaj* Wujuioe*. appbc* 
ftoni, oajjnea on diak and ■■linn Techiucal 
manual* end boalct iw6 WonT cpb< • CMOS 
331 *H weekend* or eve ri ngi if dicky 

Maa j en g tHx-.k dwim Ametrad Action 
overall rumg J0*t, Sepfembnr 1SB6 Pvul 
innrucnon El 3D mc p*p whiie Bocta Int. 
Cheque or PO to: Liflao*, 31 Garrett* Or*Hi 
Lane. Yaidh-y. Birmingham. B» 3HP 
meek lubin dt Xmxtratf ActKT. Amfnr. 
ACV. Computing with thmAmtrtd. Individual 
oapuw Mp oacn nni«<m EnCkew 1kt4* 
SAE wiili anker. Tout PerkUta, 6 Gaidar Ocaa. 
tjOHMIl, Swboo Auckland. Co Partem 0LH 
0e!T 

M «eet» m Mih m pU IUt Oft, 10 uced three 
inch Acki E 10. AMX mom* tad ui *9&*raie 

135 RtMnhn njftihoert wUJi W*jriyn. ft-otw^J. 
AaepoT? end iftak lAfaoee an ten (fit) W leu 

(C636) SJ C«S «ft*T 7pm 



DDM Inleifece only OS. 2k i-iflei Iw lOSfl 

1 1 S. * DuMm fOW I ) « TBH of write ft Ttmy 
Ennoht 'Croeifjeri', Ftf**»* Id, Tempi* 
OOM, Oabup ]R. Ijelend. 

The imcTMtOJt eeer 1ASJCAID utjtoy a now 
4vaJeble! 13 new KS3t rnmrrindj if* CTvetod 
iftrfadjno 5 chincter eeti (counidowiL rtencil 
bold, Ameticeji wdai. tubbfe wnimg vKt 
neet wntumi. epbl- m e eii modem, n&lti-diiec 
bonel erreauig, eecepe md rwet mv'oQ, 
iVwWe hetgft ind loti more! Only E7 99 Ope 
utd Ea.H link' F*ck*4e include* dick «v tape 
*nd ewnpFehPtuivt I J-pege manual: Any 
lane proor aiiune t cw ia*t if to add «p*an-c. 
lai afiatU la niaeeiltiaiiei,' Make the cheque 
payable io " H a atru i j FroduclMTw' and aepd 
it fn B«»ca«l Prod'jrtKsni, 43 Hilkada Oardena, 
tduwaie. Mtdj 

*—liad HUtC (mx Pace RSZ13) Con ma 

CS0, tatl t« t30 Oiaranleed set laufeT Good 
tor anybody thinking of aotag mo oommum 
canon era M MoM -SaDeti W DI-SBI 9697 or 
01-581 ISU 



aaap and playing iipa 
aepd kem epcfoiuM) latge tee and II each 
to Toby Mace, A Shuaa Hay. Tatelty, Ctm 
beitey, Surrey, CUL? TSX Hurry!" 



i adult Domputer oame for ovbt-IEc 
only Arcads adwmxa wah. ova* 90 j 
U9 rhri Send B (p4D mdj to Dand S 
•I JeJlMf Oa«n. IiimiTiwrk 
Aavelee aeawereed pfoiainrn tot CFM FJui 
on CPC elK DE 9S disk only Wrsa a> Tony 
Horat, I \ bonet kaad, St Anna*. Lane* , Flft 
JED 
AhuAtmI Paywi hw ID narW loflCl ploa f*FO 

page* oCdiparl 16 on dick Graham P aie ra n r . 
1(3 Wae Qrove. Ounlatmjina. FiSa, ITIl SAIL 



Services 



I1H owaM.™! Tape-IO-dUtt 

only II iKctodmrptp Send 
pjm a datk aad CI pay ape » RP 
S Eowrten Rd. StreaAy . Statn 
Mtda, fc7* IPC * Ml -SB nsafi 



i 



: yeea M»-l ot -1 mndoit to on** a 
video otfpul Banal hrr duec: 
C O W WCti r iii :o yam video leODTOet Ram and 
inarruc<tioni LB» AC Talbot. U 
Pare, a Coromb Major, ConrMD. 
Mend, SBC, C l* n ll ll and 
•oftware hx hue. Eztencm caUlDOoac Tor 
mcie detail* aewJ SAE to Software Km, I9» 
StrafJcKd Road, HaD Ones, SumUajham. UI 

E*nu pnyiiaatl All Bamic of maclurie 

code program! rtapsfwred [dak or lapel. 
la aopyngftf CIS tor the tin* IBk 
and IS per -*-****-" 1 IBt Sameday 
i W f d*91il +40, imnmga 

anaaar yow aocniefe bo Lok 

Araliew MacPhee, 10 Bay-new Cf accent, Lml* 
Oakipy. HarwicK Eeeex. GO II SO) 



Wp hj vrn'l af coQr*vr. chrcirfrd ^qt 
■thstVM HtMLUwcd¥«ttki-^l1k tft> Nttt ti-V TO 
rr*idf .*- At toui own n»pi ~ 



This new section of the magazine offers you 
the chance to apeak directly to the huge 
waiting world of CPC owners - or would-be 
owners. Users report good results. 

You can place an ad of up to 30 words 



for just £S. So you could use it to sell a printer 
or launch a user group or publicize a piece of 
software you've written, 

One thing you caw? advertise is the sale 
or swap of software you've purchased. Such 



ads can be misused by software pirates. 

lust fill in the application form and send 
it to us together with payment. Well then place 
the ad in the next available issue (published 
3-7 weeks after we receive your order.) 



Order form Send to; AA small ads, Futuit. Publishing Ltd. 4 OueenSireoi, Baih, BAl lEj 



Please place the following advrrtiaeRiirnt in the next available time of Ami trad Action 

Nam* ,., , , .,„..„.„. „„„.,.„ I enclose payment of £S by Cheque / PO / Access / Visa 

inbUMwU PM r-ir-iiri + hai-raavaahrairaaraiiai ■■■■■■■ ••■■.•••■•■••-•>■•■•• ■■■ |l I | || II IH llaalllela—aal— ■■*■■ Inalawael—HamatH \e*«l Wll "VejiX U {IU41\E7QI -44nihiit>iiri4t-ll'iifri + >ld+i4Hi-»H + lli«I^rrl<liii-'<i n.i.- --■ 

■■TiilriirriiniiriirMitiirii >•"•">•< ..!...... ■■■■■■*■■■■■ ■■■■■■■ iiitin.ijL^HMIIll^l'ifritthl'itlitli+M'lllthi VHWil Ve»tUI VAfJU f ^aHHB HI I H *I H I MM e * l lell l IW dHl HH llll til I HI H II ktdt UM I til 

Telephone ■ ... . .. „ Please make cheques and POs payable to Future Publishing Ud 

Classification: G For sale □ Wanted i Services ' MJser groups I . Other Dale.,., „.„..., ■*..„...„,.,....,.... 




































































Write your advert isameni here. o-n# word per box. If you wanl your name or phon e number printed, they must be included m the boxes 
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SPECIAL OFFERS 






SUBSCR 
SUPER 




Taking out a £16.50 subscription to Amstrad 
Action doesn't just guarantee you 12 issues of 
the magazine you love 

tt also brings you a gorgeous piece of 
software completely free of charge 1 

Tor 464 owners ihere's Krakoui on cas- 
sette, Gremlin Graphics' amazingly addictive 
Breakout game (an AA Rave in July). 

Or, for 6138 owners, there's an AA spe- 
cial, a unique version of Amor's widely -ac- 
claimed spelling checker ProSpel! Some of 
the fancier features of the full version (RPP 
£29 95) have been removed, but Easy ProSpell 
stilt offers a lightning fast spell checking 




facility using the full dictionary of over 30.000 
words 

You can use it Willi ProText or with oiher 
word processors such as Tasword, WordStar 
and NewWerd 

And as tf that isn't enough, the disk also 
contains some special extras, including type 
ins from past issues of AA, Overall, a pretty 
desirable thing lo have, 

So whatever machine you own. we've laid 
on ihe excuse you need. There can't be a 
better time io make sure you don i miss out 
on the Action 



fREE! 



fChoo 



«*'tWr f( heto 



^"ttf't,*^ 



arcade 




KRAKOUT 
EASY PRospfj i 

Canary ** ' ,te * ^ a 30.35^^ J 



CHEAT MODE 

The Amstrad Action Collection 85-86 

Now only £3,95 - save £3!! 



We still have a few copies left of the publica- 
tion no respectable games- player should be 
without Under a single cover il gives you all 
the Cheat Mode and most of the game-maps 
printed in the first 16 issues of Amstrad Action 
Literally hundreds of pokes, lips, mini-articles 
and maps are included. And to help you find 
yojr way around there's a special index 
allowing you lo rum instantly to the game you 
need help on. 

The book is built to last ft 's printed on 
heavy-duty high -quality paper with a strong 
glossy cover. It looks good and we think you'll 
love it- 




t pe I0**1\ 



******* voUT*' 






S5»\ 



THE WORKING AMSTRAD 



Now only £3.95 - save £3!! 



This book is basically a deveriypresenied 
library ol type m programs for people who 
warn io put their computer to good use 

Programs included are Graph, Pie- 
Chan, lour separate clock and iimer uuimes. 
3D Bar Chart, customised character set, high 
resolution designs, music, Umiile - a 
personal powerful filing system, Name and 
number dictionary. Text-ed, MulhO. Banker 



and Accountant 

The working ol each program is 
explained in detail, so you should be able to 
laikor ihem to your own requirements And 
what makes the book particularly good is thai 
each program is divided into separately 
explained modules - you automaiicaiiy learn 
structured programming as you go along, 

21 6 pages of high quality material 
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SPECIAL OFFERS 




UNDER HALF PRICE t - only 

This AA Rave has to be the besl football 
management program available on the 
Amstrad It puts you in the role of a 
league manager ar>d all the financial 
and personnel decisions that involves. 

Experience the agony of 
sweating over your team selection and 
then watching your players 
outmanoeuvred on the pitch during ihe 
graphic highlights of each match f Or 



maybe you can cheer up Bob Wade by 
guiding Wimbledon I o the lop of the fnrsi 
division... 

This game has been realty 
hard to get hoki of. but we ve managed 
to find a couple hundred disks at a very 
special price, so fake your chance while 
you can We're over the moon aboul 
this one. 
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AA DUST 
COVERS 
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2 -piece set only £6.95 

Ever wondered why you see so many com- 
puter dust covers advertised? lis because 
computers don't like dust. Over a period of 
time i! Can make (hem very ill indeed: disk 
drives and cassette decks in particular can 
sutler serious, sometimes fatal damage. 

A set of dust covers provides a neat 
solution And there's the added bonus of 
smartening up the hardware's appearance 
when it's not tn use. 



The specially -commissioned Amstrad Ac- 
tion covers are made from tugh-quakry, water- 
proof PVC, They're coloured a g*mte b^fl* 
with smart blue trimming and matching Am- 
strad Action logo. 

You can order a 2- piece set tailormade 
tor your CPC system jusi choose the correct 
order code from the list next to the order form 




SPECIAL OFFERS 




There is a way of achieving blinding word- 
processing power on an Amstrad CPC. You 
tike the best available package, custom-writ- 
ten to the Amstrad s strengths - that's Protext 
And you run it from a ROM chip plugged 
directly into ihe back of your machine Thai 
gives two big advantages - ir loads instantly, 
and it doesn't use up any of your RAM, go you 
can handle long documents w memory. 

The combination is startling. You'll find 
you can zoom around a 5QK file AC lightning 
speed, far more effectively than on any other 
CPC word- processor Formatting, copying, 
search and replace are all done at a pace 
which puts 10 shame more expensive pac- 
kages- And l he speed isn't achieved at the 
expense of features Protext boasts a fully 
professional spec. We know, because we use 
I1 10 write Amstrad Action. 

The Bombo ROM-board which we're 
supplying with Protext is probably the best 
available. It includes some clever electronics 
which allow you 10 run any CPC ROM on any 
of the CPC machines. And after you've fitted 
theflrofejfT chip there's space for seven more 
should you get ROM-addicted. We're offering , 
packages which also contain Amor's superb 
spelling-checker PioSpei! and mailmerge-r 
PtoMerge 

Protext alone normally costs £38.96 on 
ROM while ROMBO retails at £34.95, the same 
pnee as ProMerge and ProSpQJ! when bought 
separately So our packages offer you a 
remarkable bargain. And if you d prefer, we 
can also mpply the software on cassette or 
disk at discounted prices - details on next 
page. 

Whichever combination you choose. 
Pretext is a must (or serious word-processing 
users. 



HOW TO ORDER 

Use the form on thr ne*t page Mm 0*dt"i r 
code of the prod tic I you want is listed next 
IO the form)- Qt telephone us with your 
credii card details on 0456-74 192 (24-hour 
aitswerphoneior 0458- if 4011 (a human being 
in office hours} 



AMSTRADC 



., 6128 



THl AMSTRAD IXPfRre 



PROTEXT 



WORD PROCESSOR 




THE 
EXPERTS 
CHOICE 



INCLUDES 
40 PAGE 
MANUAL 



PROFESSIONS WORD PROCESSING FOR 
ALL APPLICATIONS 

* COMPREHENSIVE * 
* SUPER FAST * 

• EASY TO USE * 



DISC 
VERSION 
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•S^c© 



HEWSON 
MAGIC 

Big savings on their latest hot software 
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c^a 



'°en* 












m 



% # 




L 



Send 8vt twin pta paymartf to AA M»l Ord*r Tna OH Barn, Somarton, SomcrMt, TAT 1 7PY 

ORDER FORM -AA 24 | 

Name „, „ „.,„ Trtephonem.(ifpess) -, 

L1 1M i,... „„ , „, , , rr ,....Posj c&dc ,-,„„,,„,„ 

Machine owned: Q CPC46* G CPC664 □ CPC6126 

P tease send me tte folk/wing items from the AmstradActott spec/at otter pages 



• USE THESE C 



ORDER CODE 







































TOTAL PAYABLE 



Details of th 



OUR ORDER 

ITEM PRICE CODE 

SUBSCRIPTION 

With KfBleovl £16.50 A23Q 

with Easy Protpe* dttk .......Clfi SO A231 

CHEAT MODE BOOK O-W *ZJ2 

THE WORKING A MSTR AD £3 OS A233 

HEWSON GAMES 

E«otonCASS ....tt.DS AZ3* 

E"*o»wi DISK ,...,, £12.95 A23S 

Zynipa* CASS « 95 A2» 

Zyrt«i**DISK„.™,™ ,JE1S.« A237 

BIO LEAGUE SOCCER 2 

Olkonly £5.95 A238 

PROTECT * ROM BO 

OMMQ* 1 £50.90 A201 

padwo* 2 ,C79 90 A202 

package 3 £99.90 A203 



Plaastcirdt yeurmathod of paymaftL ACCESS • VISA * CHEQUE * PO 

Mtki chtquH + pot til Drtwt paytbia Is FUTURE PUBLISHING LTD. IT paying by erttfllewd, P-4M* mat oaUili: 

CREDIT CARD NUMBER I EXP. DATE 



SPECIAL OFFERS 



WANT A THINGI? 



Only £5.95- save £2! 

What's white, dangles papers next to your 
computer screen, and costs two pounds less 
than m [he shops? Yes, a Tjupgi bought 

through Amstrad Action \ fk 

This remarkable cotnputw accessory - 
mi idea so simple it's ingenious - could dra 
matically aaae your hour- at the key-hoard. All 
It is is a cleverly shaped piece of plasup thai 
attaches via, Velcro to the top of your tthctq. 
But with a Thtngi on your CPC you can have 
documents, letters or program listings clipped 
right next to the screen t* perfect reading 
position. 




Any task involving copying off paper is 
thereby made much easier and faster. In fact, 
the clip supplied is sturdy enough to support 
an issue of Amstrad Action open, say, at the 
Type-Ins section 

The Thing! cornea in two versions, one 
for positioning to the left of the screen, the 
other to the right - the Velcro adjustment 
allows easy readjustment or temporary re- 
moval, 

sensible, cost-effective add-on 
lor your i 




ORDER CODES 



here and on the preceding pages 



OUR ORDER 

ITEM PRICE CODE 

PROTECT on DISC E22 ftS A204 

PROTECT on CASSETTE . .E16.&S A205 

AA oust covers 

CPC *64 mono ........ . ...Ea.SS A208 

CPC «64 colour Efl.SS A20* 

CPC 664 mono Cfi.SS A210 

CPC to* colour Efl.95 A21 1 

CPCfllZfl mono „„£@,m AZ12 

CPC 01 2S Qttout C6 OS A213 

THINGI 

tofl-ol-lcreen £5-95 AZU 

nght<ol-screen £S.9£ A21& 

0?SK BOX MOS A216 

AA BINDER £« 95 «17 

VIDi ,»»,«,,. -£69 .85 A239 



Only £9.95 - save ill 

This will do tor vour disks what an AA binder 
for your AAs Keep em tidy The box is 
> from good quality perspe* and features 
a unfed tunoed lockabje bd 

.It's specially designed to take Axnsoh T 
disks and wtH hold 30 (tnchidin? theu cases). 
A classy way to keep your worktop organized 



VIDI 

Save £20 on the amazing digitizer 
- only £69.95! 



An accessory which adds a dramatic new 

capability to your CPC. You can use it to 'grab' 
res from d video recorder or video 
earned and display them on your computer 
screen to save, edit (using an art software 
package such as Art Studx?) or pnni 

Draws the crowds at all the Amsttad 
shows with its impressive images, which can 
handle colour as well a* mora*. And now you 
cart bay it for £20 off the recommended retail 
price of l- 

It Comes complete with connections to 
any CPC ar>d wish software on dj^k 




24-HOUR HOTLINE 

S 0458-74192 

If you own Access or Visa credit cards you can place your 
order by telephone at any time of day or night, seven days a 
week. Just dial 0458-74192 and be ready with your name and 
address, credit card number and expiry dale, and the details 
of the software you wish lo order Alternatively if you prefer 
a human being to an answerphone. you can ring 0436-7401) 
during office hours and ask tor Credit Card Orders" 



REAR 
VIEW 



Will Sugarman get 
the living daylights 

beaten out of htm? 



HACKING CODE II 



After mo- own glossary at silly 
iargon terms last month you've 
come up with a few of your own. 
Soma seemed to reflect a degree 
of bitterness towards a tew soft- 
wire houses - we hope you got ii 
oft your chests (NB: the following 
is t complete pack of lies.) 

A Brace of Harrow actually 
sent these in before our jargon 
appeared- Warped minds think 
alike, tight? 

" Amstrad" = Alan Michael Sugar 
TRADing, formerly known as Hi-Fi 
lids Lid. 

"Amsoft" ■ a cunning ploy de- 
vised by Amstrad lo palm off 
aforesaid hi-fi lids as computer 
software. 

"Benchmark™ = the st» Of the 
scorchrnark when you overheat- 
ing Spectrum finally mells 
"Load" - your baby brother tells 
you he's succesfully loaded a disk 
into your 464 Then you realize 
your 464 doesn't have a disk 
drive... 

"uikev" = wasn't he one of the 
PacnsAn ghosts? 

"Log" = another name for the 
Spectrum because they both burn 
equally well. 

"Waif ■= a word so popular in the 
Amstrad Consumer Enquiries 
Dept that they decided to include 
it in the Basic. 

From Paul Page of Solihull 
we have ihese: 

"Brilliant vector graphics" ^ the 
programmer can program only 
straight line*. 

"Superb two-player game" ■ you 
have to wait your turn while a 
smart-alec scores 4.000,000 points. 

These are from Neil Salwyn 
Of West Lurworih: 
"Here's what the reviewers think 
of it" - an extract froth a Commo- 
dore mag about a compleiely 
different game. 



"Very addictive" - I havent got 

round to playing this yet 

"The best thing since sliced 

bread" =■ the best thing to do is 

eat it. 

"We had a sneak preview" ~ we 

saw a screenshot from the SCSI 

version. 

"1 blame it on Toot" - 1 was drunk 

at the tune fasJtohiptey nggikuios 

- edsh} 

And lastly some from M**k 
Parkinson of Longndge: 
"Baud rate" = a unit of measure- 
ment used to calculate the time it 
takes you to doze off when listen- 
ing to someone talking about inter- 
faces. 

"Parity" = something you go to 
with jelly, Ice-cream and a funny 
hat. 

"Near-letter quality" = so near you 
can almost read it- 
"Poke" - something you do to a 
software house (no names, no 
pack drill) alter a naff conversion, 
"Bar-command" - use this when 
ordering a drink. 



BONDED LABOUR 



I'll bet you've been wondering 
what the terrible twins at Donwk. 
DOminic Wheatley end MARK 
Strachan, had to do to get the 
licence to The Living Daybghts 
Well now we can , exclusively 
reveal the truth through a photo 



snapped at Pwewood Studios 
Mark has been cleaning Cubby 
Broccobs car (he's produced 
nearly all the Bond films), while 

DomiTuc has been hoovering the 
office and making the tea for him. 
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Suncom 



The Best Joysticks Under The Sun 

MicroProse Ltd. 2 Market Place. Tetbury. Gloucestershire GL8 SDATel: (0666) 54326 Telesc 43422 MPS UKG 
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